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When the Going Gets Tough, 
the Bard Goes Drinking* 



H nd the going is tough 
. in Skara Brae town. 
The evil wizard Mangar 
has cast an eternal winter 
spell. Monsters control 
the streets and dun- 
geons beneath. Good 
citizens fear for their 
lives. What’s worse, 
there’s only one tavern 
left that serves wine. 

But the Bard knows 
no fear. With his trusty 
harp and a few rowdy 
minstrel songs he claims 


are magic, the Bard is ready 
to boogie. All he needs is 
a band of loyal followers: 
a light-fingered rogue to 
find secret doors, a 
couple of fighters 
to bash heads, a con- 
jurer to create weird 
allies, a magician for 
magic armor. 

Then it’s off to com- 
bat, as soon as the Bard 
finishes one more verse. 
Now what’s a word that 
rhymes with “dead ogre?” 
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You are startled 
by a drill snarl. 
Before youj you, 
see i Red dragon. 

Ui U your 
stalwart band 
choose to <F)ight 
or CR)un? 



4 classes of magic user, including 
wizard and sorcerer. 85 new 
magic spells in all. 


128 color monsters, many 
animated. All challenging. 


Full-color scrolling dungeons. 
16 levels, each better than the 
one before. 3-D city, too. 
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The Bard's Tale™ 


from 



ELECTRONIC ARTS 


Specs: 100% machine language. 400K worth on 2 disks. 64K RAM minimum; enhanced for 128K. Now available for Apple II family for $44-95, 0-64 &. 128 for $39.95. 
To order: Visit your retailer or call (800) 245-4525 (In Calif, call (800) 562-1112) for VISA or MasterCard orders. To purchase by mail, send check or money order to Electronic 
Arts. P.O. Box 7530. San Mateo, CA 94403. Add $5 for insured shipping and handling. Allow 1-4 weeks for delivery. The Bard’s Tale is worth the wait. 

Apple is a trademark of Apple Computer. Wizardry is a registered trademark of Sir-Tech Software, Inc. Ultima is a registered trademark of Richard Garriott. The Bard’s Tale and 
Electronic Arts are trademarks of Electronic Arts. For a copy of our complete catalogue and direct order form, send $.50 and a stamped, self-addressed envelope to Electronic 
Arts. 1820 Gateway Drive. San Mateo, CA 94404- 
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by Bill Oxner 

These are down days in the oil fields and in the 
computer industry. Sales are sluggish, prices are 
headed south and the cavalry is nowhere in sight. 
We will look at the general situation and then on to 
some specifics in the game software industry. 

The home computer market is in serious trouble. 
The only new entries during the past year were the 
Commodore Amiga and the Atari ST. Neither one 
has proved to be the spark needed to bring the 
home computer industry out of the doldrums. 

Commodore remains on the edge of bankruptcy 
and the Amiga does not appear to be selling well 
enough to rescue its parent. In early April, Com- 
modore announced a form of price reduction - the 
Amiga will sell for $795 with a free color monitor. 
This is fairly clear evidence that the Amiga has not 
met Commodore’s sales expectations. 

Atari is doing a bit better with the ST, but it is 
far from being a blockbuster sales winner. Jack 
Tramiel, president of Atari, has had a rocky rela- 
tionship with computer dealers in the past and this 
has led to difficulties in establishing wide distribu- 
tion channels for the ST. Few software companies 
are counting on the ST to save the home market. 

What do these hardware problems have to do 
with game software? The answer is simple. Some- 


STAR FLEET I 



The War Begins ! 


The smash hit for the IBM PC is now available for the 
Commodore 64/128 and Atari, and Apple III 
. . . STAR FLEET I, The War Begins! is the first in the FLEET series 
of strategic space battle simulations. What do the experts think . . . 

" I call STAR FLEET 1 the world's most elaborate star battles game . . . It's not just o game, 
it's darned near a career ..." — Admiral Jerry f^urnelle, Byt# 

''STAR FLEET I is a truly captivating game, praviding fast - paced action and blossoming 
with extroordinory color and sound effects . . . The entire manual should be adopted as 
an industry standard ..." — Cr*otlv* Computing 

"Indisputably the most complex and challenging (star battles) strategy game ever 
made . . . STAR FLEET is a deluxe job all the way. " — Computor Entortolnmont 
"STAR FLEET I is a remarkably slick, professional offering . . . This is o ^ame that can 
really hold your attention." — SoftUforo Now I 

". . . stote - of - the - art for space games. " — Computor Gaming World ( Sopt. '85 ) 

• Includes 100 page manual, quick reference card 

• Registered owners receive free 65 page Training Manuai 

• Requires 128k PC/PCjr or compatible, 256k Tl PC (DOS 2+); 
Commodore 64/128, ATARI (48k), Apple II + , Me, Me (64k), 
Macintosh and Atari ST versions available soon. 


N«w, from CY6NUS for the IBM PC and Zenith Z100 . . . 

SOLARSIM, on excellent 3-D color graphics simulation of our solor system, asteroids, 
and neorby stars. Find / track Halley's comet ( . . . Learn the constellations I . . . more I 

New, alto frem CYGNUSfer the Commedere64/128 . . . 

#IIIZAMI State -of -the art in computer trivio games; 8 boards, 1 -8 players, over 
2000 questions. Includes €HM21ZEIK which allows you to create your own question 
diskettes I Written in machine language. 

StlWG^r 1 Action • packed space game with 10 levels of difficulty, dazzling grophics and 
sound effects. Written in machme longuoge. 

STAR FLEET I - $49.95 

M»IZAM! - $39.95 

Stinger I - $19.95 

Solertim - $29.95 

Add $2 postage /handling 
Texas residents odd sales tox. 

Fer Credit Cmr4 er^ers : 

f8R9) 422-4979 (nationwide) 

(899) 942-7317 { Illinois only) 


CWNUS 

the bright new star in software 

P.O. Box S7825 
Wdbttor, TX 7759B 
(713) 4S6-4163 


one buying a new computer immediately buys a 
whole raft of software to use on it, including 
games. People who have owned their computer for 
a year or more still buy software, but at a much 
slower pace. Game companies desperately need a 
hot new computer to revive their markets. 

One other aspect of the home computer situation 
is less obvious. Sales of business computers remain 
fairly strong. This means that outlets like Comput- 
erland, which focuses on business sales, are holding 
on. Computerland carries very little game software. 
Small, independent computer stores are closing 
right and left. These stores emphasized home com- 
puters and game software. Game software compa- 
nies are thus faced with fewer and fewer outlets 
for their products. It is difficult to sell your soft- 
ware when no one can find it or try it out before 
purchase. 

What does the future hold? It is unlikely that the 
current trends will change very soon. The primary 
distribution outlets for game software will be the 
mass market stores such as Toys-R-Us and K Mart. 
These stores don’t have the shelf space to carry 
wide numbers of titles, they will only sell the "hit" 
items. Companies that have historically opted for 
many new games per year, such as SSI, will be 
forced to cut back on new titles and concentrate 
their resources on pushing just a few potential hits. 
Smaller companies, such as SSG, will not have ac- 
cess to the mass market retailers and will be forced 
to distribute their games through companies, such 
as Electronic Arts, that already have a relationship 
with the large retailers. Again, this means fewer 
overall new games will be introduced this year. 

If any hard evidence is needed to support these 
theories then Infocom will serve. Infocom had been 
one of the most successful game companies in ex- 
istence. Their text adventures set the standard. 
However, declining sales in the game market forced 
Infocom to attempt a move into the business soft- 
ware market. The attempt did not succeed. Infocom 
laid off half of their 100 employees and in late 
February announced that they were being acquired 
by Activision. 

On to happier news! Strategic Simulations (SSI) 
remains committed to the game market. They have 
a couple of firsts to report. The first ST products, 
Phantasie and Computer Baseball, will ship soon. 
Also, their first Mac titles. Gemstone Warrior and 
Computer Baseball, will debut very shortly. The 
next two new titles will likely be Gettysburg and 
War In The South Pacific (WISP). Gettysburg will 
use the Antietam system, with modifications. 
Artillery will be less powerful with consequently 
lower, and more realistic, casualties. WISP will be a 
strategic WWII Pacific game, with sea, air and land 

Continued on pg. 41 
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Bring Your Computer to the Dark Ages... 


15 DAY FREE TRIAL! 


DRAGONFIRE™ 

The Dungeon Master's Assistant 

• Generate Monsters and Characters 

• Store your favorite characters on disk 

• Resolve Combat and Encounters 

• Determine Treasure and Weather 

• Customize it to Any Gaming System 

• Dozens of Other Features 

HANDBOOK OF HORRORS^" 

Encounters at the Touch of a Button 

• Dozens of completely new monsters 

• Individualized hits, stats., etc. 

• Automatic Encounter Tables 

• Add your own Monsters and Tables 

• Fully integrated with DRAGONFIRE 

DRAGONFIRE: ONLY $24.95 

WITH HANDBOOK OF HORRORS: $49.95 

HANDBOOK OF HORRORS ALONE; $29.95 
(Requires Dragonfire] 

18 X 24" DRAGONFIRE POSTER: $8.00 
Please add $3.00 shipping to all orders. 

To Order call: 

1-800-343-0664 ext. 6400 

(In Mass., call 1-800-322-1238] 

Please specify Apple, Commodore 64, 
or IBM. 

Reserve now for Atari, TRS-80. 



■'!S* . 
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Revolutionize the way you DM! With DRAGONFIRE^” and the 
HANDBOOK OF HORRORS™, your favorite gaming system is only a keystroke 
away. Roll encounters, resolve combat, generate monsters, treasures, characters, 
even weather from your Apple II, Commodore 64 or IBM. Free yourself for the 
creative side of Game Mastering! Full refund if not satisfied for 15 days. 
MC/Visa orders, call 1-800-343-0664 ext. 6400 (1-800-322-1238 in Mass.) or write 
Magicware, P.O. Box 1181, Cambridge, MA 02238. Send $1.00 for Brochure. 




©copyrinht 1986 by STRATEGIC SIMULATIONS, INC. 


All rights reserved. 


PIPPACOTT <1) 


HUMAN RANGER OKAY 
DWARF PRIEST OKAY 
ELF WIZARD OKAY 

HALFLIN THIEF OKAY 
GNOME MONK OKAY 
MINOTAU FIGHTER OKAY 


-'-ADVENTURERS GUILD -- 

PARTY MEMBERS: StPELLS TIRAININO 
D)ROP FROM PARTY 

GUILD MEMBERS: LIIST PIUROE NIEW MEMBER 
R^ENAM^ AlOO TO PARTY 

E)XIT GUILD 


hhti 




APPLE, C*64 and ATARI ST are trademarks of Apple Computer. Inc,, Commodore Electronics, Ltd., and AOjUl. Jnt. respectively, 


First, there was PHANTASIE™ one of the most popular 


fantasy role-playing 


ames ever made. 


Now, a new adventure 

begins 








Tor no reason other than for perverse 
pleasure, the Dark Lord Nickademus 
fashioned an evil orb, through 
which he cast a curse on a 
beautiful island and its people. 

Now, six intrepid adven- 
turers under your guid- ■ 
ance brave the cruel 
warlock's wrath to find 
and destroy his ne- 
farious handiwork. 

If you've played 
the original 
PHANTASIE, you 
may transfer 
those same 
characters to 
this sequel. 

If you haven't, 
don't worry. You can ? 
always start with new 
characters that range 
from mere humans to 
exotic, unearthly 
creatures. 


This exciting adventure can start 
right away by a quick visit to your 
local computer/software or game 
store today! 

If there are no convenient 
stores near you, VISA Sr. M/C 
holders can order this $39.95 
game by calling toU-ftee 
800-443-0100, x335. To 
order by mail, send your 
check to: STRATEGIC 
<' SIMULATIONS, INC., 
1046 N, RengstorffAve,, 
Mountain View, CA 
94043, (California 
residents, add 7% 
sales tax,) Please 
specify computer for- 
mat and add $2,00 for 
shipping and handling. 
All our games carry a 
"14-day satisiaction or your 
money back" guarantee, 
WRITE rOR A FREE COLOR 
■ \ CATALOG OP ALL OUR 
GAMES TODAY. 

ON DISK FOR 
48KAPPLE®!! 
SERIES a; 
064”. 


You must map out dungeons - Your group has found Pluto's 
and fend off hideous monsters. ' Palace In the netherworld. 


' A small section of the wilder- 
■-■■■ ness your band must explore. 


A sample of recruits from the 
Adventurers' Oulld. 





Access 

2561 South 1560 W, Ste A 
Woods Cross, UT 84087 
801-298-9077 

LEADER BOARD: A golf 
simulator which provides the 
player(s) with a true perspec- 
tive view of the game. Four 
18 hole courses, 3-D anima- 
tion, three levels of play. The 
graphics are excellent. This 
game has received a great deal 
of playing time in the CGW 
offices and is recommended 
for golf enthusiasts. C-64. 
Joystick. $39.95. 
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Accolade 

20863 Stevens Creek Blvd 
Cupertino, CA 95014 
408-446-5757 

MEAN 18: Allows up to four 
people to play a round of golf 
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at a variety of famous and 
user-designed golf courses. 
The mechanics of play are 
similar to Leader Board but, 
due to he larger RAM avail- 
able to the designer, this en- 
try is more detailed. You ac- 
tually play Pebble Beach with 
all its many hazards. If the 
provided challenges get boring 
you can design an entire 
course with the Course Ar- 
chitect. Also recommended. 
IBM-PC with 256K memory 
and color graphics adapter. 
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Activision 

2350 Bayshore Frontage Rd 
Mountain View, CA 94043 
800-227-9759 

CHAMPIONSHIP GOLF, 
VOLUME 1: A complex golf 
simulator, volume one con- 
tains the Pebble Beach course. 



The player must choose the 
power of the swing, club, 
stance and club alignment. Six 
distinct views of each hole are 
available, ranging from bird’s 
eye to ground level. Excellent 
graphics. IBM-PC. 
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Borland International 
4585 Scotts Valley Drive 
Scotts Valley, CA 95066 
800-255-8008 

TURBO GAME WORKS: In- 
cludes Chess, Bridge and Go- 
Moku. This is actually a de- 
velopment tool that allows you 
to explore the Pascal source 
code and learn game design 
techniques. On the other had 
it is a collection of three 
classic games that can simply 
be played and enjoyed on 
their own merits. To edit and 
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SUPER BOULDERDASH 









compile you must have Turbo 
Pascal 3.0. IBM-PC with 
192K memory. 
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DoWhile Software 
5227 Shady Oaks Lane 
Friendswood, TX 77546 
713-482-6849 

TRODART: Is a real-time, 
two player war game. It is 
played on two separate com- 
puters over a 300 baud mo- 
dem. Moves are made simul- 
taneously, which makes for a 
very fast paced game. The 
object of the game is to cap- 
ture the enemy base while 
defending the home base. 
IBM-PC with 128K, 300 baud 

modem. circle Reader Service #9 


1 Step Software 
Charlotte Plaza, #1300 
Charlotte, NC 28244 
704-554-7255 


GOLF’S BEST, VOLUME 2: 
Contains the famous Pinehurst 
golf course. Each hole is 


shown in color and drawn 
exactly to scale with the ac- 
tual sand traps, hazards, etc in 
their proper locations. Player 
must choose the club, force of 
stroke, style and direction. 

Apple. Circle Reader Service #11 

Electronic Arts 
1820 Gateway Drive 
San Mateo, CA 94404 
415-571-7171 

SUPER BOULDERDASH: 

The sequel to Boulder Dash, 
an action-strategy arcade 
game. 16 new levels, each 
with 5 levels of difficulty. 

The original game was Arcade 
Game of the Year (Family 
Computing 1984) and is in- 
cluded on this disk. Atari, 
C64/128, Apple, IBM-PC. 
$22.95 & $29.95. Circle #12 

ARCTICFOX: Tank arcade 
game. Three dimensional bat- 
tlefield with stereo sound ef- 
fects. This is the first game 
from EA that is original to 
the Amiga. Circle #13 


Mindscape, Inc. 

3444 Dundee Rd 
Northbrook, IL 60062 
800-221-9884 

BRIAN BLOOD- 
AXE/REVELATION/QUOV 
ADIS: Three games on one 
disk. Each is a hi-res arcade 
game. These games are im- 
ports from Britain, distributed 
by Mindscape. A nice value 
for the price. Joystick re- 
quired. C64/128. $14.95. 

Circle #14 

SPELL OF DESTRUCTION: 
Hi-res adventure/arcade 
game. Scrolling 3-D graphics, 
70 locations, real-time action 
and music that reflects the 
action. C-64/128. $29.95. 

Circle #15 

THE LORDS OF MIDNIGHT: 
Illustrated text adventure. The 
game is menu-driven, so play 
is faster. Can be played as a 
quest, a war or both. 32,000 
different landscapes. C64/128. 
$29.95. Circle #16 


a WAR GAME . . . 
REAL TIME . . . 
over the PHONE 

TRODART is a two player WAR GAME 
that provides the chedlenge of a strategy 
game with the action that only llEAL 
TIME can provide The object is to cap- 
ture the enemy base while defending your 
base. NO LIMIT to the amount of 
simultaneous action! NO WAITING for 
the other side, its REAL TIME ! 

REAL TIME over the telephone? That’s 
right, TRODART’s unique algorithm 
allows two independent computers to ex- 
ecute the same progreim in synchronization 
with each other. Therefore, since the proc- 
essing is local to each computer, there is 
no slow down in action due to the 
modem’s speed limitation. 

Since TRODART is played on two com- 
puters, the competition can be anywhere 
you can call. Also, you are always the good 
guy, and the other player is always the bad 
guy (TRODART inverts coordinates from 
the other machine ), therefore, no matter 
which machine you play on, your home 
base is always in the lower left corner. 

TRODART requires an IBM-PC (or 
compatible) or TI-PRO with MS-DOS 
2.1, 128k of memory, one floppy disk drive 
and a 300 baud modem. With IBM-PC — 
not recommended for use with mono- 
chrome board. When ordering please specify 
either IBM-PC or TI-PRO computer. 

For Ordering Only : 

Call toU free: 1-800-643-9039, x 119. 

(In Tbxas: 1 -800-392-6273, x 119, 

$39.95, add $2.45 sales tax.) 

VISA /MASTERCARD accepted. 

For additional information, write: 

□□Ulhike 5227 Shady Oaks Ln. 
Soflujare Friendswood, TX 77546-3019 
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OPERATION KEYSTONE 
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POWERPLAY FOOTBALL 









THE LUSCHER PROFILE: 
This is NOT a game, it is a 
personality analyzer. The user 
takes a series of seven tests 
involving choices between 
various shapes and colors. The 
computer interprets the re- 
sponses and develops a profile 
which defines your current 
approach to work, relation- 
ships and to life in general. 
Apple. $39.95. 
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Overt Strategic-Simulations 
P.O. Box 66424 Dept Q-11 
Los Angeles, CA 90066 
213-479-3865 

OPERATION KEYSTONE: A 
very sophisticated WWII sub- 
marine simulation. There are 
features not found in other 
sub games, such as enemy 
aircraft and mines. The doc- 
umentation is extensive (80 
pages); the packaging is first- 
class. The simulation appears 
to be the most realistic of the 
various submarine games. 
Graphics are minimal. IBM- 
PC with 200K memory. 

$69.00. Circle Reader Service #18 


Largest Selection of 
Computer Game Software 
SOUTH ••• Anywhere 

PLAZA •Arcade .Adventure .Strategy 

Orders Acceoted 

3333 BRISTOL St, COSTA MESA. CALIFORNIA 92626 (714) 557-2447 


NAKEDNESS IS FROWNED ON IN PUBLIC, 
BUY A COMPUTER GAMING WORLD T-SHIRT 


Power Play, Inc. 

Box 650526 

Vero Beach, FL 32965 

305-562-3824 


POWER PLAY FOOTBALL: 
A two player football game. 
Uses a "unique" power unit 
system to determine play re- 
sults. The game takes 15 sec- 


onds to learn, 20 seconds to 
realize how bad it is. Nor- 
mally, we would go into detail 
to describe the game’s weak- 
nesses but there is so little to 
the game that there isn’t much 
to say, except - NOT recom- 
mended. IBM-PC. $24.95. 
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,^^“1 love my new 1 
^ 1 


“I have slaved in many dungeons, but the one my new master, Vylgar, 
built for Wizzardz & War Loiiz is absolutely the big leagues for hateful 
mutant warriors like me. Behold! 15 levels, over 500 rooms, hundreds of 
my fiendish friends. And enough surprises to keep you trapped down here 
a very, very long time. 

“Fear not. Y>u’ll have a lighting chance. Design an unlimited number 
of characters. Choose their race, class and abilities, and bring them six 
at a time down our 3-D corridors, armed with any of thousands of 
weapons. 

“Take it from a pro monster. This is the biggest, meanest, deadliest 
dungeon ever. And I love it, because more brave adventurers are chal- 
lenging Wizzardz & War Lordz every day. A good thing, too, for I grow 
extremely hungry.” ^ 

A new adventure by James Martin for IBM PC 
and compatibles (requires 128K, 1 disk drive, 
DOS) $29.95 (+ $2.00 shipping and handling. 
Indiana residents add 5% state sales tax.) 

6752 Covington Creek Trail 
Fort Wayne, Indiana 46804 
(219)432-2455 
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I would like to see the return 
of the ’subscriber’s comments’ 
column and a new column de- 
voted to the Apple computer 
gamer. How about it? 

Michael Ouellette 
Aurora, CO 

Ed: The return of a letters 
column. Hmmm... not a bad idea. 
We will give it some thought. The 
reason we have never put an Ap- 
ple column in CGW is that 99% 
of all the major reviews cover 
games that run on the Apple. You 
see, our theory behind columns is 
to provide a regular outlet of in- 
formation that may be slighted in 
our regular feature article cover- 
age. We don’t feel there is much 
happening on the Apple that we 
are not covering through our fea- 
tures. 

There is, however, one impor- 
tant Apple related hardware note 
that we have not covered, so we 
will mention it here. All the Ap- 
ples in our office have been 
equipped with so-called speed-up 
cards or accelerator cards. We 
highly recommend these cards to 
Apple owners. They speed up 
game play several fold. Our 
Computer Gaming World Baseball 
League ( see article elsewhere in 
this issue) has been made possi- 
ble by these cards. Each of our 
Apples host six CGWBL games 
each Saturday night. Without the 
speed-up cards it would take 
about six hours to play the 
games. With the speed-up cards it 
takes under three hours. We use 
Speed Demon from M.c.T. These 
boards can be purchased from 
Strategic Simulations for 
$179.00. 

Ultima IV is the best ever! 
Would a company please make a 
good horse racing game (great 
for parties). 

Bob Russo 
Roselle, IL 

Ed.: We agree that a good 
horse race game is needed. There 
was a very good one published 
for the Apple back in 1982. Un- 
fortunately, to our knowledge 
Horse Racing Classic from 
Tazumi Software (Burnaby, 

British Columbia) is no longer 
available. If anyone knows where 
to reach Tazumi ( we could not 


reach them at the number listed 
in the game) let us know. 

Issue (#26) was good overall. I 
noticed that there was an Amiga 
Preferences column. I would also 
like to see a column on Atari ST 
and the new 1040 ST computer. 

Mike Silva 
Austin, TX 

Ed.: For the time being ST 
coverage is contained in our Atari 
Playfield column. The Amiga 
Preferences column was sepa- 
rated from the Commodore Key 
column due to the fact that the 
Amiga name is not as closely 
associated with Commodore as 
the ST computer is with Atari. 

You will note that Roy Wagner 
writes both the Commodore Key 
and Amiga Preferences columns 
while Gregg Williams covers all 
the Atari machines in his Atari 
Playfield column. 


Is it my imagination or is 
"Taking a Peek" shrinking? This 
has always been an ideal column 
to get an idea of what is new in 
software. The succinct descrip- 
tion and short evaluation has 
been a great help in making 
purchase decisions. 

T. Hubalik 
Elmhurst, IL 

Ed.: Yes, Taking a Peek has 
been somewhat smaller in recent 
issues, but not due to any edito- 
rial decision. Unfortunately the 
number of titles coming out has 
been smaller so there has been 
less suitable material to cover. 
Also remember that we are now a 
nine issue per year publication. 
This means that there is a shorter 
period of time between each issue 
for new material to arrive at our 
offices for inclusion in Peek. 

Great magazine. My only 
complaints are small. The Atari 
and Commodore columns need to 
more than just small reviews of 
new games. Also, I would like to 
see a section for letters. Keep up 
the good work, cause you are the 
only computer game publication 
left. 

Chris Ciccarello 
Norcross, GA 


Thanks for "Amiga Prefer- 
ences" and "Over There!". I have 
been purchasing games from 
England for a year now. I was 
wondering when the word of this 
treasure trove of software would 
get out. 

Ray Forbes 
Oak Park, IL 

What burns me up is your 
new column "Over There!". Be- 
sides "Elite", the British are still 
putting out krappy (sic) arcade 
games that still haunt the repu- 
tation of the software industry 
here. "Rocky Horror" games have 
no place in a serious mag like 
CGW. 

Anonymous 

Issue #26 was good but I 
would rather see more feature 
articles in a slightly shorter form. 
I often count on these types of 
articles to help me decide what 
to buy since I live in a remote 
area. Thus, more reviews are 
better as long as they have sub- 
stance. 

Craig Deaton 
Yuma, AZ 

I read your magazine because 
I consider it to be the only pro- 
fessional quality magazine de- 
voted strictly to the computer 
gaming industry. Keep doing 
what you’re doing. 

Robert H. Lamb 
Sacramento, CA 

In reviews, more info on lim- 
itations or how the game factors 
compare to other games would 
be helpful; i.e. Silent Service has 
only four torpedoes at once and 
no enemy air (as is the case in 
Kampfgruppe and others). Also, 
Silent Service gets my vote for 
action/strategy game of the year. 

Andrew Baird 

Bakersfield 

I really enjoy getting and 
reading CGW. I would like more 
playing tips on strategy 
wargames. I Would also like to 
see some ideas on designing sce- 
narios for CARRIERS AT WAR. 
I have had problems with the 

Continued on pg. 47 


10 


Circle Reader Service #21 






SUPER HUEY 

America’s #1 Helicopter Flight Simulator 

Forget the disappointment of other flight simulators . . . SUPER HUEY 
has eliminated them! - Commodore Power Play Magazine 
“One of the best flight simulators ever tested I” - ErvBobo, Run Magazine 

Handles like a real 
helicopter. All your 
flying skill will be 
needed. 

FOUR 

ACTION-PACKED 
ADVENTURES! 

Solo Flight • Rescue 


Explore • Combat 


Race against King Richard Petty and 
18 top drivers. A real life 3-D main 
event. 

Atari* • CommocJofo* 64/128'" 


c#smi 


Your skill as an archer can protect 
you from the giant spiders, snakes, 
dragons, frogs, phantoms and. 
finally, the demogorgon. 

Atari* • Commodore* 64/128'" 


where the action is! 

415 North Figueroa Street, Wilmington, CA 90744 


(213) 835-9687 



Of Computer 
Game Design 




Don L. Daglow 


The pealing of the electronic bell in the distance 
signalled 2:00 in the morning, the distorted sounds 
echoing faintly down the massive corridors of the 
deserted concrete-and-steel building. Deserted, ex- 
cept for the windowless basement where one person 
still worked intently. 

His features rendered stark and pale by the 
bright work light, the young man scanned the com- 
puter printout, yard after yard of number-covered 
paper flowing through his hands like so much water 
through a pipe. He swore at the pile of tangled 
output on the floor, kicked it in frustration, then 
returned to typing a few cautious letters on the 
terminal. The clattering of the printer that echoed 
those letters obscured the sound of footsteps that 
would have alerted him to danger. 

This was his only time of safety, the only un- 
watched moments for his work. The system opera- 
tor had left at midnight, not to return until 6:00. If 
the machine were to do his bidding and divulge its 
secrets, it would have to be tonight. 

The footsteps came closer, drawn by the rattling 
of the printer, curious now, but cautious. The pro- 
grammer continued at his work. 

The door swung open silently; the guard stood in 
the opening, his muscular frame filling it as com- 
pletely as any iron bars. Still, the programmer 
typed intently on the machine. 

"What the hell you think you’re doin’?" The 
guard’s gravelly voice split the room’s cold air like 
an axe through rotten wood. The young man 
jumped, looked up, confused. 

"I’m... I’m just working on my program," he 


stammered. 

The guard stepped forward, his eyebrows sink- 
ing downwards under the weight of his suspicions. 
"And just what kind of program you workin’ on 
this time of night?" 

The programmer glanced down at his screen, 
then back at the guard. "I’m working on a... a 
game." 

With an apology for a little dramatic license, the 
above is a true story of what happened to me one 
night in the winter of 1972, early in my career as a 
game designer. (By the way, the guard ended up 
kicking me out of the building since it was sup- 
posed to be closed.) And it illustrates the problems 
faced by many programmers of that era who sought 
to create games; the people who owned the com- 
puters you were programming on didn’t want you 
to design them. I’m sure there were campuses 
where students were encouraged to hone their pro- 
gramming skills by writing games, but the Clare- 
mont Colleges wasn’t one of them. 

The heart of computer gaming, from its roots in 
the mid-sixties to the dawning of the Micro Age in 
the mid-seventies, was the college computer system. 
There students were to be prepared for this Brave 
New World of Computing, and the mass issuance of 
student accounts, passwords and training to anyone 
interested was to be the drafting of future armies 
of American youth ready to master new technology. 
PDP-lO’s, IBM 360’s and other mainframes were 
fondled, cursed and ultimately programmed and 
operated by students. Such well-known games as 
Zork and Adventure began their lives on such sys- 
tems during this time. 

But of course there was another side to academic 
computing. Like the professors who regarded the 
machine as their private tool, taking priority over 
student work and at times almost monopolizing the 
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computer. Or the battles between the affiliated 
campuses at Claremont. There one college sup- 
ported batch processing (running programs key- 
punches on computer cards, one program at a time) 
on an IBM 360/40. Five other campuses in town 
shared a PDF- 10 running time-sharing, with termi- 
nals linked by phone lines to a machine which tried 
to run all their programs at once by "swapping" 
them in and out of "core" memory. Each regarded 
the other as driving a Model T. 

In reality, both computers were slow. On the 
IBM, you could hope to try your program once a 
day, twice at best. You’d type up your cards, sub- 
mit your "job" and return the next morning to see 
that a typo in the first subroutine had sent you off 
to never-never land. Fix it, replace the card in the 
deck and come back tomorrow. A baseball simula- 
tion I wrote once printed 1000 pages of text nar- 
rating a Giants-Dodgers grudge match before the 
operator noticed that it was a game and further- 
more that in the 800th inning the Giants led by 72 
runs. That was my last batch-processing game. 

On the PDF- 10, the administrators’ desires to 
maximize income from terminal and machine-time 
leasing fees had over thirty people all trying to run 
gigantic number-crunching programs at once. Many 
afternoons a simple sort program that my Apple 
can complete in five seconds struggled for "core" 
for a minute before returning, bloodied but deter- 
mined, with its results. 

Which leads us to the utterly logical reason why 
gaming became a forbidden activity on our campus; 
it was the lowest priority on an already-overbur- 
dened system. The best interactive games, which 
swallowed up all of the available 36K in the room- 
sized computer, slowed the machine almost as much 
as the dreaded SPSS, a statistical analysis program 
that psych majors in particular learned to hate. 


This is not to say the games weren’t available; 
our system at its height had two horse racing 
games, two Star Treks, Casino, Hangman, Eliza and 
Life. But the purpose of the games was very spe- 
cific; lure non-users onto the system, so they’d get 
interested in computers and start using them for 
more important things. Once you’d had a password 
for a few weeks, it was bad form to get caught 
playing. The person waiting to use the terminal 
next would cough, pace around the room, sigh 
deeply and in general let you know that Western 
Civilization’s maturation was being delayed by your 
intransigence.In 1971, when I started programming 
games as a Creative Writing Major hooked on com- 
puters in just such a manner, the system was new 
and still uncrowded. The operator kicked you off 
for playing games only in the mid-afternoon 
crunch, and the rest of the time you were free to 
use your half-hour time slot as you wished so long 
as no one was waiting. 

By the following year, games were permitted 
only early in the morning and late at night; any 
other time running anything that was both fun and 
bigger than 20K yielded first a message from the 
operator to please stop and then the computational 
equivalent of a dial tone. Would-be game designers 
were relegated to wandering the moonlit campus in 
search of free terminals, then sleeping through 
classes the next day and trying to explain to their 
folks why their grades were dropping. I was luckier 
than most, having figured out the best way to keep 
from getting logged off by the System Operator I 
got a job... as a System Operator. 

By the time I graduated in 1974, games were 
only available when the system load was below 
normal; that translated into almost never. All ver- 
sions were cut to run in 32K as the "academic" 
machine— burdened at twice the usage for which it 
was designed to support cash-paying customers like 
a local hospital— ran slower and slower. As I 
worked my way through graduate school and then 
became an instructor (retaining my computer ac- 
count for clandestine game design) the biggest per- 
missible game size dropped and dropped and 
dropped, until Wumpus, a simple adventure game, 
became the hit of 1976 by running in about 16K. 
Mercifully, Apples appeared that same year. Com- 
pared to today’s hits, these games were freeware at 
best. There was no capacity for anything but text, 
and the screen couldn’t be stopped from scrolling 
upwards like a runaway word processor. That 
meant that in the MIT Star Trek (later revived as 
Apple Trek and endless clones thereof), every time 
you wanted to update your map of asterisks, 
dashes, etc. you had to print it out completely. 
Many of the terminals were old teletypes that 
printed at 15 characters a second; this made my 
first adventure game, which continually updated a 
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40x80 map to show what your party had seen, so 
excruciatingly slow as to be unplayable. 

Games travelled across the country particularly 
well on PDP-lO’s thanks to Digital Equipment’s 
DECUS public domain software sharing service. A 
version of Star Trek that I created ended up 
bringing me letters from all over the country, some 
of praise, some of thoughtful criticism, and even 
one from a guy in Berkeley who actually thought 
gaming was a new art form. I wish I’d saved the 
letter so I could proclaim him a prophet; at the 
time I thought he was crazy. Many of these games 
ended up adapted for micros and published as list- 
ings in books and magazines. Twice I’ve even found 
my code published in games collections under other 
peoples’ names! 

Piracy existed back then, too; anxious students 
hoping for a look at any new game under develop- 
ment used PIP, a utility for moving files around the 
system, to break protection codes and copy pro- 
grams. The safest defense was to name your game 
files things like "PSYCCH1.DAT" and other mun- 
dane titles. 

One friend of mine, a true master hacker, got 
sick of having his files messed up and created a 
program called something tike "SPCWAR.GAM". If 
you rummaged around in his directory and ran it, it 


asked you the question, "Do you want to access all 
system passwords?" If you answered "yes", it logged 
you off the system, deleted all your files, deallo- 
cated your storage tape and changed your password! 
There were an awful lot of surprised and angry 
people who called up the computer center asking 
what went wrong over that one! 

Every so often I’ll muse about those Good Old 
Days of the early 70’s to a friend, commenting that, 
given the restrictions, we did some pretty nice de- 
signs in those Dark Ages. And they’ll roll their eyes 
and say "Come on, gimme a break! That was a long 
time ago. THESE are the days when we’re really 
giving birth to the art form of game design." 

And I have to agree that they’re right. Listening 
to designers like Dan Bunten, Chris Crawford, Jon 
Freeman, Richard Garriott and Stuart Smith (among 
many who deserve mention) talk about the CRAFT 
of this new medium, you realize that they are the 
ones who are proving that computer Game Design 
truly is an art form that can mirror life and show 
us more by the reflection. If designing games on 
mainframes in the 1970’s represents the Dark Ages 
of Computer Game Design, the Microcomputer in 
the 1980’s has proclaimed its Renaissance. 

Don Daglow is a Producer with Electronic Arts. 


NOW FOR COMMODORE-64 

NAPOLEON AT WATERLOO Now with 4 scenarios. Relive this clas- 
sic battle, as you lead the French against the combined strength of the 
British and Prussian armies. The crisp graphics and simple to use com- 
mand system make this real-time game a joy to play. A must for anyone 
interested in Napoleonic warfare. If you already own NAPOLEON AT 
WATERLOO, the new version is available for $12.50 


“This game has a lot going for it!'- 
World 


-Mark Bausman, Computer Gaming 


ALSO FOR COMMODORE-64 

ROME and the Barbarians A military simulation of the Western 
Roman Empire’s struggle for survival. As supreme military commander, 
you must exercise a combination of military prowess and clever financial 
management. 

"This game's excellence comes from its realistic understanding of histor- 
ical issues!' — Michael Ciraolo, ANTIC magazine 


NAPOLEON AT WATERLOO— $34.95 

ATARI 40K 

Commodore-64 

ROME and the Barbarians — $34.95 

ATARI 32K 

Commodore-64 


SNEAK PREVIEW 

INVASION of SICILY 

• Solitare or two-player 

• Three difficulty levels 

• Variable set-up 

• Game save 

• MORE 



Mo.i«Cort use 


"^(RENtek software. 


TO ORDER: To order by phone, VISA and MC owners can call (913)362-9267. To order by mail, send check or money order to KRENtek Software PO Box 3372 
Kansas City. KS 66103. FREE SHIPPING in USA. 

GUARANTEE: If you are not fully satisfied with any game bought directly from KRENtek, return it within 30 days for a full refund. 
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Famous Smith Corona National Brand 

1 0" PRINHR SAIE 

Below Wholesale Cost Prices!!! 

• ONE YEAR IMMEDIATE REPLACEMENT WARRANTY 

• Speed: 120 or 160 characters per second • Friction Feed/Tractor Feed — Standard 

• 80 character print iine at 10 CPI • 1 Line Buffer, 2K Buffer on 160 CPS Plus LQM 

• Six pitches • Graphics capability • Centronics compatible parallel interface 

• Features Bidirectional Print, Shortline Seek, Vertical And Horizontal Tabs 



List 

$429.00 


?159 


SUPER GRAPHICS 


This is a sample of our 
near- let ter-qual i ty print 


160 CPS + Letter Quality 
Mode 10’’ Printer 


emphasized 


List 

$499.00 


italic print . 


There is standard data 
processing quality print 


?199 


(IBM — Commodore ) 

Sizs/Walght 

Height 5.04" Width 16.7" 

Depth 13.4" Weight 18.7 lbs. 

Internal Char. Coding 

ASCII Plus ISO 

Print Buffer Size 

120 CPS: 132 Bytes (1 line) 

120/150 CPS Plus LQM: 2K 
No. of Char. In Char. Set 
96 ASCII Plus International 
Graphics Capability 
Standard 60, 72, 120 DPI 
Horizontal 72 DPI Vertical 
Pitch 

10, 12, 16.7, 5, 6, 8.3, Proportional Spacing 

Printing Method 

Impact Dat Matrix 


SPECIFICATIONS 


Char. Matrix Size 

9H X 9V (Standard) to lOH x 9V 
(Emphasized S Elongate) 

Printing Features 

Bi-directional, Short line seeking. Vertical 
Tabs, Horizontal Tabs 

Forms Type 

Fanfold, Cut Sheet, Roll (optional) 

Max Paper Width 

11" 

Feeding Method 

Friction Feed Std.; Tractor Feed Std. 

Ribbon 

Cassette — Fabric inked ribbon 

Ribbon Life 

4 million characters 


Interfaces 


(Apple — Atari — Etc.) 

Interfaces 

Parallel 8 bit Centronics compatible 
120/160 CPS Plus NLQ: RS232 Serial inc. 

Character Mode 

rtical 10x8 Emphasized: 9x8 Standard; 10x8 
Elongated: 9x8 Super/Sub Script (1 pass) 

Character Set 

96 ASCII 

11x7 International Char. 

Line Spacing 
6/8/12/72/144 LPI 

Character Spacing 

10 cpi normal; 5 cpi elongated normal; 12 cpi 
compressed; 6 cpi elongated compressed; 
16.7 cpi condensed; 8.3 cpi elongated 
condensed; S.12.5 cpi elongated proportional 

Cartridge Ribbon — List $19.95. Saie $12.95. 


IBM $89.00 


Apple $59.00 


Atari $59.00 


Commodore $39.95 


Add $14.50 for shipping, handling and insurance. Illinois residents 
pieoseadd5'/4% tax. Add $29.00 for CANADA, PUERTO RICO, HAWAII, 
ALASKA. APO-FPO orders. Conadian orders must be in U.S. dollars. WE 
DO NOT EXPORT TO OTHER COUNTRIES, EXCEPT CANADA. Enclose 
Cashiers Check, Money Order or Personol Check. Allow 14 days 
delivery. 2 to 7 days for phone orders. 1 day express moil I Prices & 
Availability subject to change without notice. 

VISA MASTERCARD — C.O.D. No C.O.D. to Canada or APO-EPO 


COMPUTER DIRECT 

We Love Our Customers 

22292 N. Pepper Rd., Barrington, III. 60010 

312/382-5050 to order 
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CALL ATARI CALL 

31J.M2.5050 Software Sale 


Xerox 


Electronic Arts 

A0684 OR. J S LARRY BIRD GO 1 ON 1 (D) $24.95 

A0685 MOVIE MAKER (D) $23.95 

A0686 SEVEN CITIES OF GOLD (D) $23.95 

A0687 PINBALL CONSTRUCTION SET (D) $16.95 

A0688 MUSIC CONSTRUCTION SET (D) $16.95 

A0689 FINANCIAL COOKBOOK (D) $27.95 

A0690 M.U.L.E. (D) $16.95 

A0691 MURDER ON THE ZINDERNUEF (D) $16.95 

Atari 

A0544 STAR RAIDERS (C) $14.95 

A0545 MISSILE COMMAND (C) $14.95 

A0546 GALAXIAN (C) $14.95 

A0547 DEFENDER (C) $14.95 

A0548 DIG DUG (C) $16.95 

A0549 DONKEY KONG (C) $16.95 

A0555 PENGO (C) $16.95 

A0556 MILLIPEDE (C) $16.95 

A0557 JUNGLE HUNT (C) $16.95 

A0559 MOON PATROL (C) $16.95 

A0560 FINAL LEGACY (C) $16.95 

A0561 FOOTBALL (C) $14.95 

A0562 TENNIS (C) $14.95 

A0563 TRACK S FIELD (C) $29.95 

A0564 EASTERN FRONT (C) $14.95 

A0566 ADVENTURE WRITER (D) $19.95 

A0567 STAR VOYAGER (D) $14.95 

A0568 SARGON II (D) $16.95 

A0569 MS PACMAN (C) $16.95 

A0570 DONKEY KONG JR (C) $16.95 

A0571 POLE POSITION (D) $18.95 

Broderbund 

A051 4 MASK OF THE SUN (D) $24.95 

A0515 OPERATION WHIRLWIND (D) $24.95 

A0516 SPELUNKER (D) $18.95 

A0517 LODE RUNNER (D) $20.95 

A0518 WHISTLERS BROTHER (D) $18.95 

A0502 STEALTH (D) $18.95 

A0670 CHAMPIONSHIP LODE RUNNER (D) $26.95 

A067I KARATEKA (D) $23.95 

Activision 

A0597 PAST FINDER (D) $20.95 

A0598 SPACE SHUTTLE (D) $19.95 

A0599 GHOSTBUSTERS (D) $18.95 

A0665 HACKER (D) $19.95 

A0666 MIND SHADOW (D) $18.95 

A0667 MASTER OF THE LAMPS (D) $19.95 

A0668 GR AMER CROSS CNTRY RD RACE (D) $1 8.95 

Suncom 

A0190 PARTY QUIZ (D) $14.95 

A0I93GENL EDITION 2(D) $14.95 

A0194GENL EDITION 3(D) $14.95 

A0195 SPORTS EDITION (D) $14.95 

A0196 EDUCATION EDITION (D) $14.95 

A0197 BIBLE EDITION (D) $14.95 

A0198 ENTERTAINMENT EDITION (D) $14.95 

Avaion Hiii 

A0573 TGIF (D) $16.95 

A0574 FLYING ACE (D) $22.95 

A0575 MIDWAY CAMPAIGN (T) $12.95 

A0576 B-1 NUCLEAR BOMBER (T) $18.95 

A0577 LEGIONNAIRE (D) $20.95 

A0578 TAC (D) $26.95 

A0579 MARKET FORCES (D) $14.95 

A0580 PANZER JAGD (D) $20.95 

A0604 FREE TRADER (D) $19.95 

A0605 EMPIRE OF THE OVERMIND (D) $26.95 

A0606 QUEST OF THE SPACE BEAGLE (D) $22.95 

A0607 CLEAR FOR ACTION (D) $26.95 

A0608 PARIS IN DANGER (D) $26.95 

A0609 GULF STRIKE (D) $22.95 

A0504 GALAXY (D) $16.95 

A0505 ANDROMEDA CONQUEST (D) $16.95 

A0506 COMPUTER STOCKS S BONDS (D) $18.95 


A0412 STICKYBEAR BOP (D) $19.95 

A0413 STICKYBEAR NUMBERS (D) $19.95 

A0414 STICKYBEAR BKST BOUNCE (D) $19.95 

A0415 STICKYBEAR OPPOSITES (D) $19.95 

A0416 STICKYBEAR ABC (D) $19.95 

A0417 STICKYBEAR SHAPES (D) $19.95 



A0201 ATARI WRITER (C) $39.95 

A0203 VISICALC (D) $29.95 

A0204 HOME FILING MANAGER (D) $19.95 

A0206 FILEWRITER (D) $20.95 

A0207 REPORT WRITER (D) $20.95 

A0208 MENU WRITER (D) $19.95 

A0209 FAMILY FINANCE (D) $19.95 

A0210 HOME INTEGRATOR (D) $19.95 

A021 1 SMALL BUS INVENTORY (D) $11.95 

A0212 SALESMAN S EXPENSES (D) $11.95 

A0214 RETAIL INVOICE (D) $11.95 

A021 5 TIMEWISE (D) $14.95 

A0216 PEACHTREE G/L (D) $49.00 

A0217 PEACHTREE A/R (D) $49.00 

A0218 PEACHTREE A/P (D) $49.00 

A0717 SYN CALC (D) $32.95 

A0718 SYN CALC TEMPLATES (D) $14.95 

A0672 APPT PLNR/WKLY SCHEDULE (D) $12.95 

A0673 ACCOUNTS RECEIVABLE (D) $11.95 

A0674 ACCOUNTS PAYABLE (D) $11.95 


Synapse 

A0534 ENCOUNTER (D) $14.95 

A0535 BLUE MAX 2001 (D) $18.95 

A0536 QUASIMODO/ AIR SUPPORT (D) $16.95 

A0537 NEW YORK CITY/ELECTRICIAN (D) $16.95 

A0538 RAINBOW WALKER/COUNTDOWN (D) . .$16.95 

A0539 FORT APOCALYPSE (D) $20.95 

A0540 BLUE MAX (D) $20.95 

A0715 MIND WHEEL (D) $25.95 

A0716 ESSEX (D) $25.95 

Epyx 

A0520 JUMPMAN (D) $15.95 

A0521 DRAGON RIDERS OF PERN (D) $18.95 

A0522 SUMMER OLY GAMES (D) $24.95 

A0523 PITSTOP II (D) $24.95 

A0524 BALL BLAZER (D) $24.95 

A0525 RESCUE ON FRACTULUS (D) $24.95 

A0693 KORONIS RIFT (D) $24.95 

A0692 THE EIDOLON (D) $24.95 

Strategic Simuiations, Inc. 

A0601 SHOOTOUT AT OK GALAXY (D) $17.95 

A0602 DNIEPER RIVER LINE (D) $24.95 

A0603 SPACE COWBOY (D) $18.95 

A0526 KNIGHTS OF THE DESERT (D) $24.95 

A0527 FIELD OF FIRE (D) $24.95 

A0528 FORTRESS (D) $22.95 

A0529 COSMIC BALANCE (D) $24.95 

A0530 IMPERIUM GALATUM (D) $24.95 

A0531 RAILS WEST (D) $24.95 

A0532 TIGERS IN THE SNOW (D) $24.95 

A0533 50 MISSION CRUSH (D) $24.95 

A0590 BROADSIDES (D) $24.95 

A0591 COMPUTER QUARTERBACK (D) $24.95 

A0592 COMPUTER AMBUSH (D) $34.95 

A0593 COMPUTER BASEBALL (D) $24.95 

A0712 COLONIAL CONQUEST (D) $24.95 

A071 3 COMBAT LEADER (D) $23.95 

A0714 KAMPFGRUPPE (D) $34.95 


Atari 

A0420 ATARI MUSIC I (D) $19.95 

A0421 ATARI MUSIC II (D) $19.95 

A0422 INTRO PROG I (T) $14.95 

A0423 INTRO PROG II (T) $14.95 

A0424 INTRO PROG III (T) $14.95 

A0425 ATARI LAB STARTER (C) $44.95 

A0426 ATARI LAB LIGHT MOD (C) $33.95 

A0428 SKYWRITER (C) $16.95 

A0429 CONVERSATIONAL FRENCH (T) $16.95 

A0430 CONVERSATIONAL SPANISH (T) $16.95 

A0431 MY FIRST ALPHABET (D) $16.95 

A0432 SPEED READING (T) $19.95 

A0433 TYPO ATTACK (C) $16.95 

A0435 VERBAL MODULE SAT (D) $29.95 

A0436 SAT SAMPLE PRETEST (D) $17.95 

A0437 MATH MODULE SAT (D) $29.95 

A0438 TOUCH TYPING (T) $14.95 

A0439 JUGGLES RAINBOW (D) $16.95 

A0440 JUGGLES HOUSE (D) $16.95 

A0442 TOUCH TABLET/SOFTWARE $49.00 

A0443 PAINT (D) $19.95 

A0315 PILOT/TURTLE GRAPHICS (C) $29.95 

A0316 LOGO (C) $39.95 

A0318 ASSEMBLER/EDITOR (C) $19.95 

A0319 MACRO ASSEMBLER (C) $19.95 

Spinnaker 

A0444 LINKING LOGIC (C) $16.95 

A0445 DANCE FANTASY (C) $16.95 

A0446 MEMORY MANOR (C) $16.95 

A0447 LOGIC LEVELS (C) $16.95 

A0448 KINDERCOMP (D) $16.95 

A0449 PACEMAKER (D) $16.95 

A0450 KIDS ON KEYS (D) $16.95 

A0451 GRANDMAS HOUSE (D) $16.95 

A0452 KIDWRITER (D) $16.95 

A0453 FRACTION FEVER (D) $18.95 

A0454 IN SEARCH AMAZ THING (D) $22.95 

A0455 TRAINS (D) $18.95 

A0456 ALPHABET ZOO (D) $16.95 

A0457 AEROBICS (D) $22.95 

A0710 DELTA DRAWING (C) $16.95 

A0711 ADVENTURE CREATOR (C) $16.95 

American Educational Computer 

A0459 VOCABULARY WORD BLDR (D) $16.95 

A0460 GRAMMAR WRK USE SKILLS (D) $16.95 

A0461 WORLD GEOGRAPHY FACTS (D) $16.95 

A0462 SPANISH VOCAB SKILLS (D) $16.95 

A0463 FRENCH VOCAB SKILLS (D) $16.95 

A0464 WORLD HISTORY FACTS (D) $16.95 

A0465 US HISTORY FACTS (D) $16.95 

A0466 US GEOGRAPHY FACTS (D) $16.95 

A0467 US GOVERNMENT FACTS (D) $16.95 

A0468 A PLUS LEARN TO READ (D) $24.95 

A0470 A PLUS READING COMPREHENSION (D) . $24.95 

A0471 COMPUTER LEARNING PAD $37.95 

A0418 BIOLOGY FACTS (D) $16.95 

A0493 ELEM SCIENCE 3 8 4 (D) $16.95 

A0494 ELEM SCIENCE 5 8 6 (D) $16.95 

A0495 ELEM SCIENCE 7 8 8 (D) $16.95 

DLM 

A0680 SPELLING WIZ (D) $19.95 

A0681 ALIEN ADDITION (D) $19.95 

A0682 METEOR MULTIPLICATION (D) $19.95 

A0683 ALLIGATOR MIX (D) $19.95 

Artworx 

A0738 LINKWORD LANGUAGE-SPANISH (D) . . .$17.95 

A0739 LINKWORD LANG-FRENCH (D) $17.95 

A0740 LINKWORD LANG-GERMAN (D) $17.95 

A0741 LINKWORD LANG-ITALIAN (D) $17.95 

A0663 MONKEYMATH (D) $15.95 

A0664 MONKEY NEWS (D) $15.95 


Add S3 00 lor shipping handling ond insurance Illinois residents 
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ALASKA APO-FPO orders. Conadian orders must be in U.S. dollors. 
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Enclose Cashiers Check Money Order or Personal Check Allow l4 
doys lor delivery 2 to 7 days for phone orders I doy express moil* 
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* Students • Word Processing • Home • Business 
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O30XE System) 


$379 


LOOK AT ALL YOU GET FOR ONLY ^ O # 7 

LIMITED OUANTITIES SYSTEM PRICE 

0 Atari 130XE 152K Computer 

©Atari 1050 127K Disk Drive 

©Atari 1027 Letter Quality 20 CPS Printer 

Atari Writer Plus Word Processor with Spell Checker 
Atari BASIC Tutorial Manual 


LIST PRICE 
$249.00 
299.00 
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59.95 

16.95 


INDIVIDUAL 
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159 ’* 
159 ’* 
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12 ’* 


All connecting cables & T.V. Interface Included. 

☆ Monitors sold separetly. TOTALS $923.90 $517.75 

CALL FOR 1027 PRINTER REPL ACEIVIENT OPTIONS 


SAVE 
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t379»» 
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Other Accessories List Sale 

☆ 12" Hi Resolution Green Screen Monitor $199.00 $79.95 

☆ 1 3" Hi Resolution Color Monitor $399.00 $159.95 


Add $9.95 for 
Connection Cables 

Add $10 for UPS 


IS DAY FREE TRIAL. We give you 1 5 days to try out this ATARI COMPUTER SYSTEM ! ! If it doesn't meet your expectations, just send It back to us prepold 
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Draft Day! 



Sweat formed on his forehead as Tehachapi 
Steamer Owner Russell Sipe waited for his turn in 
the third round of the third annual Computer 
Gaming World Baseball League Draft. He had al- 
ready used the league’s protection rule to retain the 
services of Dwight Gooden and Fernando Valen- 
zuela, stars on the 1985 edition of the Steamers. He 
wanted to pick up a top flight pitcher to go with 
his these two thus giving him the inside track on 
having the best pitching rotation in the CGWBL. 
Only three teams had choices before Sipe’s third 
round pick. Fortunately several excellent pitchers 
were still available. But just when it looked like he 
would have his choice of Rick Reuschel, Mike 
Scott, Mario Soto, Bob Welch or Tom Browning, 
owners selecting before Sipe began a run on start- 
ing pitchers. Reuschel went to the El Toro Bulls, 
Scott was snatched by the San Onofre Lobsters and 
Soto was selected by the Sebastopol Stompers. For- 
tunately the flurry of pitcher selections started 
three owners in front of Sipe, not five. With a sigh 
of relief he selected Bob Welch. 

Multiply the scene above by 300 draft picks and 
you have CGWBL’s recent draft day prior to our 
third season of play. The CGWBL is made up of six 
National and six American League teams which 
play an 80 game schedule. Each team is able to re- 
tain the services of five players from the previous 


season. The balance of the 25 man roster is ac- 
quired through an annual draft. 

The CGWBL uses a "new" Apple version of SSI’s 
Computer Baseball. CB is a stat based baseball game 
which uses actual player stats to determine the po- 
tential outcome of each play. In addition to adjust- 
ing some of the play formulas, this new version 
includes the ability to print out team standings, stat 
leaders by team, and individual leaders in some 24 
categories. Unfortunately, this new version is not 
yet available to the public. The CGWBL is serving 
as a guinea pig in the development of this new 
version. Although we are calling it "new" it has 
been around for a year now. Due to a series of 
problems, Charlie Merrow (CB co-designer) has not 
been able to get the new version ready for produc- 
tion. Fortunately that situation is changing and 
Charlie says the new version should be ready by 
July. 

As CGW readers know, there are a number of 
good stat baseball games on the market and most 
are suitable to league play. William Peschel talks 
about his Statis-Pro Baseball League in this issue 
and James Trunzo touches on the subject in his two 
articles concerning MicroLeague Baseball. For de- 
tailed reviews of Computer Baseball, MicroLeague 
Baseball, Pro Manager (Avalon Hill) and APBA 
Major League Players Baseball see CGW 5.3 
(June/July 1985). 

When we started the CGWBL in 1984 there were 
very few computer stat baseball leagues in exis- 
tence. Now they are becoming very popular. Per- 
haps the most ambitious of all is Mike White’s 
Computer Baseball League in Wilmington Delaware. 
Some 36 teams recently completed play in an 88 
game Winter League (White’s league is made up of 
teams of the past, not just last year’s teams as is the 
case with most computer leagues). If you are in- 
volved in a computer stat baseball league please 
write and tell us about it. If we get enough inter- 
esting information we will pass it along in the 
pages of CGW. 

Combining a starting rotation of Gooden, 
Valenzuela, Welch, and Andy Hawkins with a 
lineup that includes players such as Darryl Straw- 
berry, Dale Murphy, and the 1985 Starting All Star 
infield of Hernandez, Herr, O. Smith, and Wallach, 
Owner Sipe is shooting for his second league crown 
in three years. Play ball! 
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View From 
The Dugout 

Major League Baseball On The Computer 
by W.E. Peschel 

A lot of dreaming goes on in major league base- 
ball. It’s the nature of a game that is played in the 
warm open air, which has a long history of heroes 
and misfits whose stories are told and statistics re- 
called. We dream about playing ball, of owning a 
team, and, for those of us who can’t hit, can’t 
field, and are not rich, we dream about managing. 

That’s where the baseball game comes in. 
Whether it’s with the ’85 Royals, the 1919 Black 
Sox, or a newly-drafted team, managing a team is 
one of the most satisfying ways to enjoy baseball 
because you’re in control, matching your abilities 
with the best and the worst; testing your mettle 
alongside Casey Stengel, Earl Weaver and Billy 
Martin. 

A number of statistical boardgames have been 
on the market for many years that offer that kind 
of thrill, and it was only a matter of time before 
computerized versions of the National Pastime ap- 
peared. In many ways, computer baseball games 
have performed substantially better than their card- 
board brethren. 

For those not in the know, stat games are played 
using real-life players whose abilities have been 
quantified. These ratings are a combination of the 
player’s actual statistics as well as the designer’s 
opinion of how well that player did defensively, 
stealing bases, bunting, and so on. Gamers are cast 
in the role of manager, responsible for setting up 
the teams, making trades, choosing the lineup and 
coaching the game. In a typical game of Statis-Pro 
Baseball (from The Avalon Hill Game Company), 
the ballplayers can steal a base, bunt, sacrifice, 
stretch one- baggers into two, and other plays. 

While playing a single game is fun, the true fans 
search for the ultimate in realism: league play. The 
recipe is simple: take all the players from a single 
season, hold a draft, form your teams, then follow 
the 162-game schedule that leads to the playoffs 
and the biggest finale of all, the World Series. 

It is only in league play that the spirit of the 


game appears. In a season that large, it’s not up to 
you to win every game, just enough to get the best 
winning percentage. You are not only competing 
against the other players, but against the nature of 
the game as well; trying to cast a couple of dozen 
ballplayers in the right roles that lead to the pen- 
nant. Which pitcher works best in long relief? Who 
should start? Can the right balance be found be- 
tween offensive power and defensive ability? 

The answers do not appear instantly after one 
game. It takes many games to determine how you 
stack up against those who have filled the man- 
ager’s shoes in the past. 

So the heart of the game does not change on 
the path from ballpark reality to boardgame recre- 
ation. But the major problem with the boardgames 
is the work required to mine those golden nuggets 
dear to the heart of fans: the statistics. It’s the fuel 
that the National Pastime runs on, and for many, 
there is no such thing as too few. But to get those 
stats forces the player to act like a bookkeeper. 
Getting the batting average of all your players re- 
quires keeping track of each play, followed by a 
session at the calculator. It’s no exaggeration that to 
get the equivalent of the team stats summarized in 
the daily newspaper, you need to spend more time 
with the adding machine than with the dice. 

That’s where the home computer comes in, of- 
fering a way of playing major league baseball that 
far surpasses the boardgame version. The game has 
not changed, but using the computer to handle the 
drudge work allows the player more room to act 
and think like a manager/team owner. 

Imagine a game where all player statistics are 
accessible at the push of the button. Where setting 
up involves only the time it takes for the program 
to load. Imagine playing a game in less than 20 
minutes, printing out the box score, then saving the 
stats to a team’s cumulative record, and printing 
that out as well. That one advantage alone is worth 
the price of the software. With the game keeping 
track of the scoring and the statistics, bookkeeping 
mistakes are gone along with the endless reams of 
paper. 

But the crop of computer baseball games offer 
just more than the perfect clerk. Setting up a game 
of Statis-Pro Baseball does not require shuffling 
around to find the player cards (and woe if the cat 
eats George Brett)! No extra space is needed for the 
charts and the game board; it’s all done in the com- 
puter. Taking that into consideration, a game can 
be played in far less time. 

With the game handling the record keeping and 
the umpiring, the only thing left to deal with are 
the decisions each player makes for nine innings. 
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and that’s all the players should have to do to enjoy 
baseball. While the suggestions below take into ac- 
count Statis-Pro Baseball, they involve the same 
factors real- life managers must take into account, 
and can be applied to all statistical games. 

The Voice Of Experience 

Fortunately, there is no mystic secret to playing 
statistical baseball games. The same advice man- 
agers give can apply here. But like other games, 
while it is easy to learn the rules, applying them 
well is another matter. So here are some tips for 
setting up and running your dream team. 

Understand your team as well as your oppo- 
nent’s. The best way to do that is with hindsight. If 
you have a team that is the same as in real life, 
then it has the same strengths and weaknesses. That 
may seem disheartening if you have the Baltimore 
Orioles (4th place in ’85); the season hasn’t started 
and already the deck is stacked against you. 

But while the players are the same, the manager 
is different. You may have less experience than the 
guy who actually coached, but you have a season’s 
worth of experience to draw from. How you handle 
your players will make a big difference in the 
success of your club. 

So study the records. It’ll show where your team 
was weak and where it was strong. With a drafted 
team, check out a book like The Scouting Report 
(published by Harper and Row), which gives an in- 
dividual analysis of each player. Such information 
is invaluable. 



Create your team with an eye towards balance. 
It’ll rarely happen, but it’s a goal worth striving 
for. Baseball is more than just great hitting. It’s 
hitting, bunting, stealing, starting, relief and nine 
positions that have to be filled with the best possi- 
ble man, plus substitutes for injuries. Neglect one 
of these areas, and that’s a hole that the other team 
can drive runs through. 

In addition to the ratings, each player in Statis- 
Pro has a "string." This is a series of base 8 num- 
bers from 1 1 to 88, sectored off into the range of 
play results (from put out to home run). Each bat- 
ter and pitcher has his own string; the pitcher’s 
string strongly favors put outs, while the batters 


string leans towards hits. The factor that determines 
this is the Pitcher Control (PC) rating. The poorest 
pitcher has a 29% chance of having the result 
checked on his string, while the best has a 72% 
chance. For each at-bat, the game decides whether 
it will check the pitcher’s string, or the batter’s. A 
random number is chosen, modified by a number 
of factors, and applied to that string to determine 
the result. 

Since the 1927 Yankees are on the Statis Pro 
Baseball game disk (along with 19 other famous 
teams), let’s condense Babe Ruth’s string (omitting 
the base 8 ranges) to show the percentage chance 
that each play result will happen: 


Infield Single: 1.6% 
Single To Left: 3.1% 
Single To Center: 3.1% 
Single To Right: 3.1% 
Double To Left: 1.6% 
Double To Center: 3.1% 
Double To Right: 3.1% 
Triple: 3.1% 

Home Run: 17.2% 

Strike Out: 9.3% 

Walks: 29.7% 

Hit By Pitch: 0% 

Outs: 21.9% 


It seems strange that Ruth can get on base about 
70% of the time, until you remember that this only 
happens if the result is checked from his card, and 
not the pitcher’s. A number of things can be 
concluded from examining his string. Ruth has a 
better chance of drawing a walk than hitting a 
home run. This is important in deciding where he 
should be in your lineup. He can bat third in front 
of two good hitters, clean-up and provide the runs, 
or he could conceivably lead-off. In that position, 
he would probably have fewer RBIs, but stand a 
very good chance of getting on base and in a posi- 
tion to score. 

Ruth’s string also shows him capable of hitting 
to all parts of the field, which a slight preference 
to center and right. Not all players are so balanced, 
so if you’re facing a slugger who pulls to right, 
consider putting the player with the best arm and 
range out there. If a fielder doesn’t have much at 
the plate, he may still prove his worth with his 
glove by taking potential runs away from the other 
team. 

If the Sultan of Swat is playing against you, his 
presence plus the game situation will determine 
your pitcher substitution. This is where you have to 

Continued on pg. 45 
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AN INTERVIEW WITH THE DESIGNER OF 
MICROLEAGUE BASEBALL 

by James Trunzo 

The following interview was conducted by James 
Trunzo, a free lance writer and game designer from 
Pennsylvania. 

Inside most adult males is a young boy; and all 
of us who have sat behind an office desk or walked 
through a steel mill daydreaming about hitting a 
game-winning home run or scoring the go-ahead 
touchdown know exactly what I’m talking about. 
Sometimes the "boy" dominates the "man" and 
something special happens. What other explanation 
could there be for a mature professor of statistics 


and research at the University of Delaware, highly 
thought-of and secure in his position, to suddenly 
say to himself: "I want to create a baseball game... a 
computerized baseball game that surpasses anything 
that’s out there now!" Armed with that dream Barry 
Morstain brought MicroLeague Baseball to life. 

A recent interview with Mr. Barry Morstain, 
President of MicroLeague Sports Association (and 
still professor at the University of Delaware) re- 
vealed more information about his on going meta- 
morphosis as well as providing insight into the 
product that he has "fathered": 

Trunzo: What makes a successful full-time pro- 
fessor decide to embark on a precarious venture such 


MicroLeague Baseball: 

Going into "Extra" Innings! 

While there are a non°e'^rf thtm ap- 

lent computerized and zeal of MicroLeague 

proach the sport [ ^^^^tors of MicroLeagusB^ 

Sports Association(MLSA). j computerized 

^ (MLBB). Although a laU a ^ ^ dedi- 

statistical replay scene ® the mLts of the game itself 

cated audience due not ^ , .ed support given to the 
but also through the unp MicroLeague 

p^Jduc. I. ,1. .h. t«”.“ 

apart from its brethr excellent overview m Com 

S ”.5'. .... .oc. on .n. 

disks that recreate the prior companies of- 

is not unique, because a of the ot^^,^^ However, what is 

fering a basebal ^ j^ta disks are available ap- 

unique is the fact that th Jl^t ^ conclusion of the 

proximately three to five — ^ especially those in 

Lason! For the hardcor basebal bu P 
volved in replay or draft leag organizational du- 

significant, allowing P time for actual game 

ties as well as providing alleviates the with- 

play when recreating a j feel during that 

^dc/wal pains 

““““Si "n,. nn. on. o»h. 

the yearly updates ^ ^L & AL All-Star Ros- 

Disks. World Senes T^^J^^^Manager/ Owner Disk. The 
ters Disk, and the ^ fascinating concept. 

F-r.nchise disks, fspecia F- j ^ player rosters of 10 

Each Franchise disk feat^ures t _^P^ 

selected years in the du ® but the ten teams that 

not necessarily ten b t franchise from its con - 

reflect the history example, a Dodger 

ception to its present g from the Brooklyn 

Franchise disk would con existed since the 

"Bums" era as well as approach provides a 

franchise shift to Los A g franchise, accurately re 

real "feel" for the ‘'ba'-acter o n ^.^nsis- 

f.ecting high points, low p yjchase the Boston Red 

tent -dio-ty Uf y- ,eam with an Ulus- 
Sox Franchise disk, you 


by James V. Trunzo 


trim. Irddltlon f".* “Voi 

S'i"!.;: V.. .. BO,.. ..d 0.. 

■=“B"A.oohU. B..B 

ing) is the General j ite team, they can run 

owners of MLBB their pj^yers, 

the organization. Th .-iiot-shot rookie" who made 

update rosters by adding represent you (using 

the squad - even crea P had vou ever gotten 

iS; .U.. .h.. yo.'<! 'X o,“ ,«rA"<. <” ‘T 

the chance to play m t^ PJ is a must 

who participate draftj^ ® transferring an existing 

due to the tremendous e^e ^ keystrokes 

player from one te^m patroit Tigers to the 

and Alan Trammell goes frot^ new teams 

Silver Creek Nuggets! Jh® G Mi- 

created and these are e^Uy^ previously 

croLeague Game dis , 

“t“»a ... .hi., 

newsletters provide a torm offering the 

TaL owner and newsletter 

exchange of ideas bfween manag^^ 

o“mbbb, »d on.™ . ....... <»""■ 

formation ranging from ^ pitcher to larger 

most effective '«'« ‘‘^eet way to go about forming 
‘'“d'*‘°nnil!g a'leatue? Manager’s Club members also qua 
dUcounts o^n all easily stand 

that much better. — — 

When not teaching^'gh »=hool ^ngi^^^^ 

srerrArnfc 


22 



as the one you’ve undertaken? 

Morstain: I’ve always loved baseball and I knew 
quite a bit about statistics and probabilities and 
computers. It just seemed logical to me that base- 
ball fans could have a lot of fun with a computer 
baseball game that contained all the elements of the 
popular board games but that would be so much 
easier and faster to play. After looking at what was 
out there, I really believed that I could produce a 
better game from the concepts that were dancing 
about in my head. So I decided to start from 
scratch and give it (creating a computer baseball 
game) a try. Heart as much as head went into it, at 
the beginning. 

T: How long did it take you to get from the ini- 
tial ideas phase to actually marketing the product? 

M: Three years went into the actual development 
of the game. This includes the time it took to per- 
fect the algorithms that create the play results as 
well as creating the company itself. 

T: To what do you attribute the success of Micro 
League Baseball? 

M; A number of things, actually. The major 
reason, in my opinion, is that people are finding 
that it (the game) satisfies those who want statisti- 
cal accuracy as well as those who want a game 
that’s easy to play. Probably more than any other 
sports simulation on the market, MicroLeague cap- 
tures the "flavor" of the game. The graphics are in 
sync with the game play and the "color commen- 
tary" is almost like that of an old-time radio an- 
nouncer. We have tried to visually capture the an- 
ticipatory events that occur during a game. The 
game communicates well to the user; there are 
many "help" messages that don’t intrude on the 
game play but that do allow for exceptional ease of 
play - both in the areas of procedure and strategy. 

Finally, we really care about the product. It’s 
our only sports game and as such, we devote all our 
talent and time to it. The consumer benefits be- 
cause if he’s into baseball, he knows that we are, 
too. We at MicroLeague work hard to provide sup- 
port through the Manager’s Club, by helping estab- 
lish leagues, by answering all the letters written to 
us and by constantly trying to come up with new 


products to enhance the original game. Products 
like the General Manager disk add an entirely new 
dimension to the game. 

T: On that note, what new products are in the 
work, if any? 

M: The next major release will be a box 
score/stat compiler. Initially, we made the decision 
to dedicate much of the program to the graph- 
ics. ..and we feel that they show it. There just 
wasn’t room on the original disk for a statkeeping 
module. However, we are aware of the fact that not 
only those in leagues like season-long stats but even 
the casual gamer is interested in "looking back" 
over the game just completed and seeing who did 
what. If all goes according to plan the box 
score/stat compiler program should be ready early 
in the 1986 baseball season. 

T: What are the reasons behind the early release 
date of your season data disks? 

M: We intentionally plan a release around World 
Series time for several reasons. First, we want to 
attract the replay crowd and they benefit from an 
early release of the past season’s players disk. Also, 
it gives them a chance to replay the World Series 
along with the actual event or shortly thereafter. 
One of the reasons that we can do this kind of 
thing is because we are the only licensed product of 
its type that is officially endorsed by the Major 
Leagues and the Player Association, giving us im- 
mediate access to statistics, etc. 

T: What lies down the road for MicroLeague 
Baseball Association? 

M; Well, we intend to put out a product espe- 
cially for the Atari 520 ST, the Macintosh and the 
Amiga... a kind of Advanced MicroLeague Baseball. 
It would allow for even more sophisticated algo- 
rithms, additional decision-making options for the 
user and so forth. We would be attempting to take 
advantage of the additional available memory. Be- 
yond that, we hope to establish, through the Man- 
ager’s Club, a forum for baseball fans to speak out 
on such issues as the DH, interleague play, expan- 
sion, and salary caps. The results of a survey of 
seven to ten thousand people would be significant 
enough to take to the Commissioner of baseball. 

T: Finally, how about other products? Can we 
expect to see MicroLeague Indoor Soccer anytime 
soon? 

M; We are currently investigating the possibility 
of developing simulations of other statistically ori- 
ented sports that would call for user strategy and 
decision-making. But Indoor Soccer?! 
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AUCODUEL 


by Bill Oxner 

Rolling out of the Big Apple on the Jersey 
Turnpike, headed for Philly. As you pass the city 
gates you check to make sure your body armor is 
snug. Front machine gun and rear minedropper are 
loaded and ready. The armor plate on the front and 
sides of your car is the best you could afford. 

Check the radar for road outlaws and cycle gangs. 
The road is clear as you put the pedal to the metal 
for a nice Sunday drive in the year 2030. 

Autoduel is based on the popular boardgame Car 
Wars. The setting is a post-nuclear war America, 
where the legal system has disintegrated. The high- 
ways are host to large numbers of cutthroats and 
pirates, all armed with various lethal weapons. 
However, these same byways are also your roads to 
fame and fortune. You can rise to the top of the 
heap as a courier, carrying valuable cargo from city 
to city, or as a vigilante, clearing vermin from the 
freeways. If you’ve seen the MAD MAX movies, 
you get the picture. Mano-a-mano combat with the 
All-American symbol, the automobile. 

Autoduel is a role-playing game with arcade as- 
pects. You begin as a pedestrian with $2000 in your 
pocket. Since pedestrians have lifespans measured 
in hours your first chore is make enough money to 
buy a car. Autodueling is a popular sport, similar to 
the gladiatorial contests, and you can participate in 
the Amateur Night at the local arena. You are pro- 
vided with a loaner car and machine gun. If you 
survive you win cash and increase your prestige 
and skills. Winning three such events will give you 
sufficient money to purchase a car and get into the 
real world of travel and adventure. 

The auto assembly plant has a very wide range 
of options, to allow you to put together a vehicle to 
your own taste. It may be a rabbit, built for speed, 
with little armor and few weapons. This type is 
useful for courier assignments. You may see your- 
self as Charles Bronson and prefer a turtle. Lots of 
armor and many types of weapons. This one doesn’t 
have room for cargo but it will put fear in the 
hearts of the bad dudes on the highway. You can 
choose from such toys as machine guns, 
flamethrowers, lasers, rockets, smokescreens, re- 
coilless rifles, etc. One of the most popular aspects 
of the boardgame seems to be the variety of vehi- 
cles and weapons that can be utilized. Catalogs are 
available that constantly add new variants to the 
game, it seems likely that additional data disks for 
the computer version will also be forthcoming. 



Your character is rated for prestige, health, 
driving skill, marksmanship and mechanical ability. 
Higher prestige permits you to carry more valuable 
cargo, at higher pay scales. Prestige is increased by 
successful combat and completed cargo runs. It can 
go down if you fall prey to temptation and sell 
your cargo at the local bar. Driving skills help you 
in handling your car on the road and in the arena. 

It is increased by road travel or victory in the 
arena. Marksmanship helps you to shoot more ac- 
curately and cause more damage. It is increased by 
successful combat. Mechanical ability helps you to 
salvage weapons and ammo from defeated vehicles. 
It can be increased by taking lessons at the local 
garage. 

Each city in Autoduel has various facilities that 
your character can visit. Some cities contain many 
buildings, some cities are hick towns. These facili- 
ties include: a garage for repairing damage and 
taking mechanic lessons; a weapon shop for new 
guns or ammo; a salvage yard where looted items 
can be sold; Joe’s Bar where you can get a drink 
and hear rumors; the Gold Cross office where you 
can recuperate or get a clone made; the American 
Autoduel Association office where you can get road 
information and pick up courier tasks; the Assem- 
bly Plant where new autos are purchased; a Casino 
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(Atlantic City only) where you can gamble; etc. 
There are a sufficient number of different venues 
to keep the game interesting and provide the char- 
acter with a wealth of choices. 

The goal of the game is basically survival! As 
your skills and wealth increase you will find more 
challenging assignments given to you, but there 
doesn’t seem to be a "final" goal to reach. Frankly, 
none of us have survived long enough to find out. 

The arcade aspect of the game comes in the 
movement of the car and the use of the weapons. 
You direct the car via a joystick and fire weapons 
with the joystick button. Choices of weapons are 
made on the keyboard. The game requires a fair 
amount of manual dexterity. Your enemies are 
lethal and clever, there is very little room (or time) 
for error. Until you have enough money to buy a 
real battlewagon you will find the going extremely 
difficult and death not uncommon. It is not impos- 
sible to survive but be prepared for a fairly long 
learning curve. 

Speaking of death, we should note that it is not 
possible to completely "save" a character as you do 
in other RPG adventures. Your character’s aspects 
are being constantly updated as you play. You are 
able to stop the game and save to disk. However, if 
you are killed in combat, that death is automati- 
cally updated on the disk and you will be unable to 


restart the game from a point prior to death. The 
game itself provides the option of buying a clone. 
The clone is saved separately and you would then 
be able to start the game again from the point 
where you purchased the clone. However, a clone is 
very expensive and you would be well into a game 
before you could afford such a luxury. A helpful 
hint here is that your data disk is not copy pro- 
tected. You can quit the game at a certain point 
and your character is saved. You then copy the data 
disk, giving you two identical character disks. If 
you are killed in the next stage of the game you 
can use the other copy of the character disk to 
restart the game. Your character is dead on one 
disk but alive (at an earlier point in time) on the 
second disk. Not exactly kosher, but death lurks 
around every corner in this game and we found it a 
useful way to keep on trucking. 

This reviewer is not normally an adventure game 
aficionado. However, I liked this one quite a bit. 
The setting is interesting and the options varied. 

The game design is clean, the graphics excellent 
and no bugs were found. Be aware that good hand- 
eye coordination is essential and success will not be 
found quickly. If the manufacturer follows the 
boardgame strategy of introducing new weapons, 
vehicles and maps then this game will be a success 
for years to come. Highly recommended. 
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LOS ANGELES AIRPORT 
HILTON HOTEL 

Room Reservalions musi be iiiacle directly with the (lonvenlion Hotel by calling 
(213) 41(1-40UU, YOU MUSTA.sk FOH THK SFEUIAL OKJfWNS ildOM hXtKS'I'O 
ilEUE/V'H 'I'HEM. They are (per night |: $57 single. $64 double, $70 triple and $76 tor 
a quad. Parking fees are $3.00 pei'day litr self [)arking. If you are flying in, the Hotel's 
Shuttle loops the I„A, Airport every 30-45 minutes, so you really tion't need 
"wheels 

United Airlines is offering special convention discounts for Origins 
attendees traveling to Los Angeles area air[)orls between |iine 2t)anil (uly 13, 
19H6. 

To receive a 3U"/.i discount oil rt’gular roiind-lrip (loach lares (3r)"<M il a 
Saturday night stay is inic;ud(!d| or to sim: if you qualify lor ony lower 
prinnoh'oiKil fur*.' eurrc-nl/y ni (.‘ffc'c/. lollow tfiese easy sitqjs: 

1. Cal! United at 800-521-4041 from H:3() am to 8:0(1 pm KS'I', 

2. Give the "Origins" accounl number — 649Z. 

3. United specialists will make reserv.itions for all fliglils and lares. Your 
sptndal discounl is available only on United flights in the continental United 
States. 

4. United will mail your tickets, or you may purchase thtmi Irom your local 
travel agent, lie sure your agent nlaces your reservalions through Uniteil's 
convention Desk - convention (liscounts are available only through the 
Convtmtion Desk. 

United's "Origins" convention discounts have no [>re[)ayment 
requirements. or cancellation penalties. Your exact fare will be guaranteed 
when your lii:ket is issueil. 

Seats may tie limited, so call now lor lies! availability. 


ONE LOW ADMISSION PRICE! 

IS ALL YOU PAY FOR 4 SOLID DAYS OF GAMES, AUCTIONS, 
SEMINARS, EXHIBITORS AND MUCH, MUCH MORE!!! 

NO SEPARATE 

TOURNAMENT REGISTRATION FEES!!! 

A SOUTHERN CALIFORNIA GAMING TRADITION SINCE 1977. 

DOZENS OF BOARDGAMING EVENTS! 

SCORES OF ROLE-PLAYING EVENTS! 

GRAND AND COLORFUL BATTLES IN MINIATURE! 
FAMILY GAMES A SPECIALTY! 

COMPUTER GAMING TOURNAMENTS! 

RENOWN GAMING PERSONALITIES! 


Prii-rt!Hislrali(in lees are $20.00 lor Ihe entire eonvinilion and inusi be posiniarked l)y no 
iaier lhan SUNDAY, JUNESth, 1986. Fees a I Ihe door will be $25.00 I'or Ihe entire show, or 
$15 [ler (lay (visitors FiiKK with $2.00 bad^e deposit). 


'To f)rc-re)»islef or reipKtsI more inform.tl ion about 1.. A. ORIGINS 'HU, check Ihe appropriate box 
and send this coupon oi its lacsimile lo: DTI /ORIGINS ’86. P.O. Box 8399, Long Beach, CA90B08. 
Information packttls will go oul after Fehruary2()t h. 

□ Enclosed is my $20.00 check payable lo L.A. ORIGINS. Send me event si^n-up 
inlormalion as soon as you can. 

□ I’m not SUIT! yet aliout atlendinjj, but send me more inlormalion as soon as you 
can. 

City .. /ip 

I’hdtu- I 

25 


Circle Reader Service #28 






by Gregg Williams 


So many games, so little time 
(sigh). This month, I have one 
update, two dogs, and a real 
winner. Let’s get started. 

Halley Project Update 

I finally got the secret infor- 
mation that allowed me to go on 
the eleventh and final mission of 
Mindscape’s Halley Project. (See 
the March issue for a review I 
did of this game.) As you may 
remember, the game forces you 
to complete an entire mission 
before you can save the results 
to disk. My tenth mission had 
seven legs of travel and took me 
about two and a half hours to 
complete, and I assumed that the 
final mission would be equally 
arduous. 

Astronomy book in hand, I 
started the final mission early 
one evening. I got through sev- 
eral legs of travel before I was 
stumped by the clue given for 
the next destination — fortunately, 
I got the answer after a long- 


distance call to a friend who is 
an astronomy buff. 

Then — disaster struck. I 
landed on the moon that was my 
sixth destination, hoping that this 
last mission would have only 
seven legs, like the mission be- 
fore it. The screen blanked, the 
disk drive turned on, I waited 
for the clue to my next (and 
perhaps last) destination, the 
drive turned off, I waited and 
waited and waited, tried a few 
things — nothing. The only thing 
the computer would recognize 
was a System Reset signal- -and I 
had lost over two hours of te- 
dious and involved navigation! 

I decided there was no way I 
was going to go through that 
again — I just didn’t have the 
time to waste. If you make it 
through the eleventh mission, let 
me know what your final reward 
is — I was so close...! 

(Addendum: Mindscape is 
awarding 25 prizes this month 
(May) in a drawing from people 
who complete the eleventh mis- 
sion, the first prize being a trip 
to EPCOT Center and Cape 
Canaveral. Due to popular de- 


mand, they’re running a second, 
identical contest with prizes to 
be awarded in October; to qual- 
ify for this contest, you must 
send in the enclosed tenth-mis- 
sion-completed card by June 30, 
1986.) 

Some Dogs 

I thought I should warn you 
about two programs I recently 
evaluated. The first is Electronic 
Arts’ Movie Maker for the Atari 
800, a so-called animation studio 
that promises "dazzling animated 
graphics made easy." The reality 
is four-color "movies" (four col- 
ors — on an Atari?!) so amateurish 
and primitive that they would 
impress only a 4-year-old. 

The second product is not 
bad, it’s just that there are better 
available. I refer to the Atari 520 
ST version of Polarware’s Tran- 
sylvania. The story line is fine, 
but the game makes almost no 
use of the ST’s extra colors, res- 
olution, or speed. Polarware has 
a portable "drawing" file, which 
it can easily move to new ma- 
chines, so the pictures in the ST 
version are essentially the same 
as those in the earlier Apple II 
version and reflect that ma- 
chine’s limitations. Activision’s 
Mindshadow is much nicer visu- 
ally and makes better use of the 
ST’s mouse and high-resolution 
graphics. 

SunDog 

This game is one of the most 
impressive adventure/strategy 
games I’ve seen in a long time (it 
originally came out for the Ap- 
ple II, though I never played that 
version), and the loving, intelli- 
gent, and detailed translation to 
the Atari 520 ST makes it the 
most impressive game I’ve seen 
on the ST yet. Mind you, this is 
not an instant-gratification 
shoot-em-up (though they have 
their place); it is a long-term 
simulation — sort of a science- 
fiction equivalent to Wizardry- - 
that will take you months to 
complete. 

To summarize the scenario, 
you have inherited the SunDog, a 
one-man star freighter, from an 
uncle who died under mysterious 

Continued on pg. 28 
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YOU ARE THERE— 



‘CommatKl Series” Is available for Commodore 
L Apple II Family, Alari XL/XE, IBM PC/PC Jr. 
k computers for a suggested retail of only 
^ $39.95. Call or write lor more 
A Information or MC/VISA orders. 


For Apple, includes Double Hi Re 

Oise includes both 64K & 128K versions. 


COMMODORE. APPLE. ATARI and IBM are 
^registered trademarks of Commodore Business Inc., 
^Apple Computer Inc., Atari Inc., and International 
^ &sines$ Machines Inc., respectivefy. 


120 LAKEFRONT DRIVE » HUNT VALLEY, MD 21030 (301) 667-1151 


In command of the cr 
Itnam War. You have tH? 

^nced weaponry and tecM 
bmmand. I.s it a match feS 
ilia tactics of the Viet Cong 
^siege of Dien Bien Phu to^ 
anh, from the swirling Am^ 
Drang to the wrenching' 
^defeat at Quang Tri, you 
piting real-time histori- 
le decisive battles of 

rose’s COMMAND 
Retnam takes advan- 
Pal-time play and adds 
[le to Vietnam: air strikes 
^port, “airmobile” helicop- 
Tt and the cat and mouse tac-i 
frilla warfare. A special Playej 
[weaves together history and sir 
\make strategy gaming a wholj 


srent scenarios chal 
leadership with 
Ictical decision-making, aj 
Rinuous action and nc 
' You will be in the thick I 
even if you’ve never | 
simulation before. 

[cperience all the 
> of more thT 
ties and 


Experience the reality of these other 
great simulations from MicroProse: 


Exciting WWII 
Submarine Action 
in the South Pacific!! 


You are in command- 
North Africa 1940-1942 


Challenging and Exciting 
Air Combat from the 
Modem Electronic Cockpit! 


AIK^PROSE 
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circumstances. You also inherited 
an obligation of your uncle’s, to 
build a colony for a religious 
group and transport its cryo- 
genically-frozen colonists from 
their current (but unknown) lo- 
cations in the Region (a cluster 
of 12 solar systems containing a 
total of 18 planets and several 
dozen cities). 

The game is, politely put, a 
learning experience. You have to 
learn how to navigate and repair 
your ship, trade, explore cities, 
travel, deal with muggers, pi- 
rates, and other citizens, and 
God knows what else. I’ve spent 
about about ten hours playing 
SunDog and have barely gotten 
off the starting planet (I have 
explored and learned a lot, 
though). 

The game works on several 
scales — you can be on foot, ex- 
ploring the (numerous) blocks of 
a city, in your cargo pod, driv- 
ing across the landscape of a 
planet, or in SunDog, navigating 
between planets and solar sys- 


tems. You often meet individuals 
(everything from hotel clerks to 
beggars and muggers) with whom 
you interact via pop-up windows 
containing multiple-choice op- 
tions. There’s the occasional 
combat, but you spend most of 
your time exploring and trying 
to get things done; time is a con- 
stant enemy in this game. 

Speaking of time, SunDog is 
in real-time, with game 
"minutes" passing at the rate of 
one game "minute" per real sec- 
ond. Since your character peri- 
odically requires food and rest 
(without them, you’ll die), every 
hesitation of yours costs your 
character minutes or even hours. 

You start with a character 
named Zed, but if you choose 
the "Select Game" option, delete 
the current game, and start a 
new one, you can name your 
character and choose his or her 
characteristics (strength, IQ, 
dexterity, charisma, and luck). 
You can save the state of the 
game, but you cannot save mul- 
tiple copies of a game and revert 
to an earlier one if you do — you 


have one life, and if you mess 
something up, you have to live 
with the consequences. (If you 
really regret what you’ve done, 
simply turn off the computer; 
the next time you run SunDog, 
your character will be a the last 
saved state. 

I’m very impressed with the 
design of SunDog and the clean- 
ness of this implementation, 
which is simple, unobtrusive, 
and fast. If you have the time 
for it, SunDog is a great game-- 
but I suggest you buy a notebook 
and take systematic notes. 

Is This the End? 

Unfortunately, yes — I could 
have talked much longer about 
SunDog. Next month I’ll cover 
Bratticus (a British 520 ST game 
imported by Mindscape), The 
Great American Cross-Country 
Race (a nice driving game for 
the 800, from Activision), and 
maybe some other things. Until 
then, remember: pound for 
pound, an amoeba is the most 
vicious animal on earth. 


FOOTBALL/BASKETBALL reKVi 

• Play Head to Head, you vs. Computer or Computer vs. Computer. 

• Statistical recap printed at end of each game to screen or printer. 

3 in 1 College & Pro Football With Stats Compiler! ATARt^FOOTB^ALL°ONLY 

THE GAME. ..3 versions are offered in 1 game. College, NFL and USFL. You and your friends will have hours of fun coaching your 
favorite teams against each other: 1 1 offensive and 6 defensive plays are included. You will agree that in every respect this is the most 
realistic game you have ever played. Individual player and team stats are tabulated by the computer, so all you have to worry about is 
beating your opponent. 

the TEAMS... This game contains the most exhaustive list of teams you will find in a football game anywhere. Each team's ball handlers 
are rated to perform realistically just as they did in real life. Including are 167 current College and Pro Teams (including the 18 1984 USFL 
Teams). 


COMMODORE-64 
*** AMIGA {512K) 


• 3 in 1 College & Pro football Including 167 '85 College Teams, 28 '85 NFL Teams, 18 '85 USFL Teams. $39.99 

• (Special) 80 NBA/ABA Great Teams of the Past $3.00 

• (Special) 162 Great NFL Past Teams $3.00 

• 174 Great College Teams of the Past (’59-’82) $10.00 

• NFL Past Seasons (170 Teams) '41, '42, '48, '49, '50, '52, '56, '59, '63, '78, '82. $12.00 

• 95 '83 College, 28 '83 NFL, 18 '84 USFL, 48 NFL Great Past. $12.00 

Final Four College Basketball With Stats Compiier! 

THE GAME... Plays fast and easy. You, as coach, make all the crucial decisions. You select lineups, defense (5 to choose from), offensive 
play style. Your players will tire and get in foul trouble. You decide whether to shoot or play for a better shot and risk turnover. This is the 
most authentic, exciting simulation of basketball on the market today. 

THE TEAMS. ..162 83-84 teams are included and 69 great teams of the past. Each team has 10 players rated for FG%, FT%, RB, Passing, 
Defense, Blocks. Each player will also contribute just as he did in real life. Run & Shoot with 76 UNLV, see action with 56SF(B Russell), 
69 UCIA (Alcindor), 62 OSU (Lucas, Havlicek), 66 KY (Riley, Dampler), 68 Houston (Hayes, etc). All the great ones are here. Play 
seasons. Hold your own tournaments. See if you can take your team to the Final Four. 

• Final Four College basketball including 286 '84-'85 teams and 69 Great Teams of the Past ('56-'82). $39.99 

• Basketball-the PRO GAME including 23-'84-'85 teams: 81 teams of the past ('55-'84) $39.99 

Cash / Check / Money Order 

LANCE HAFFNER GAMES: P.O. Box 100594 • Nashville, Tennessee 37210 

(615) 242-2617 


NEW! SCHEDULE, TEAM 
& INDIVIDUAL STAT 
COMPLIERS 
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Roy Wagner 


This month we are going to look at three very 
popular games for kids from Walt Disney/Sierra 
On-Line. As we all know most kids would rather 
play a computer game than spend that same time 
learning something new. These games, under the 
cover of ‘fun’, also have great educational value. 
These are among the best educational games that I 
have seen. 

Donald Duck And Friends 

The first is Donald Duck’s Playground for kids 
from 5 to 10. It is an integrated package of four 
similar games where money is earned, playground 
equipment is purchased, and then played upon. At 
the start of the program you can select a level of 
difficulty that basically affects the level of com- 
plexity of your money transactions. 

Donald (you) starts off in the middle of a quiet 
street with four businesses (games) on the right and 
three stores on the left. Upon entering any of the 
businesses, Donald selects the length of time that he 
will "work". At the end of the work period, Donald 
is paid for his efforts minus any damage that may 
have occurred. A joystick is used. The first busi- 
ness is a fresh produce depot where Donald must 
catch various fruits and vegetables being thrown 
off the truck. He must then drop them into the 
proper (matching) crate. If Donald misses the catch 
or crate, he squawks. He is paid for the number of 
correctly placed items. 

The second business is the local airport where 
Donald works at selecting baggage items identified 
with a three letter code (AAE, CAI, etc.). These 
must be picked up and thrown into a moving bag- 
gage tram with carts matching the coded baggage. 
Eventually the tram moves off to a waiting airplane 
and a new tram follows with other letter codes. He 
is paid for the number of correctly loaded baggage 
items. 

The third business is Becky’s Toy Store where 
Donald works at taking items off a conveyor belt 
and placing them on a multilevel shelf where a 


similar item is located, matching both color and 
item shape. To place the items, Donald must move 
and climb a ladder. At various timed intervals, the 
"Amquack" train passes by shaking the entire store. 
To prevent breakage, Donald must close the door of 
the shelf during the time that the train passes. He 
is paid for each correctly placed item, minus any 
breakage. 

The fourth business is the "Amquack" train yard 
where Donald is given a destination for the train 
and a view of the entire train layout. He must find 
the location on the layout and switch the appropri- 
ate switch(s), using the identity letters at each 
switch that match the letter at his control panel. 

This one requires quick reflexes and thinking. He is 
paid for the number of correct destinations that the 
train has reached. Once Donald has earned a rea- 
sonable amount of money (depending on the skill 
level), he can cross the street and visit any of the 
three stores of Daisy, Mickey, or Goofy and buy 
various items for the playground. Each item must 
be paid for using the exact dollars and coins. For 
each item purchased, he must leave the store and 
go to the playground. Going there requires that 
Donald cross the railroad tracks. He is not able to 
cross the tracks until he turns and looks both ways 
down the track. 

At the playground, he suddenly becomes a 
youthful Hewey, Dewey, or Louie. He may place or 
move any of the play items (swings, slides, ladders, 
etc.) to any location in a 4 by 4 area. After place- 
ment, it is "Playtime" until he chooses to return to 
"work" or to buy other items. The Disney characters 
are well portrayed. The graphics are remarkable, 
both in appearance and in the fact that hi-res mode 
was not used. All graphics were created using a re- 
definition of most of the 255 graphics characters 
available on the C64. The only characters not used 
were letters, numbers, and some punctuation. The 
animated sequences were done using both sprites 
and characters graphics. In addition to being fun to 
play, there are several learning concepts that are 
presented in the play of the game: putting items 
into categories, earning and counting money, reflex 
coordination, and some minimal reading skills. 

But not so obvious are the concepts of the entire 
work ethic (work-buy-play cycle), financial reward 
and loss, and of course, always looking both ways. 

Winnie The Pooh and Friends 

Another Disney/Sierra game is Winnie The Pooh 
and The Hundred Acre Wood. This is a very simple 
graphic adventure for kids 6 to 9 with some degree 
of reading skills, although two can play with one 
doing the reading. A map is provided that directly 
matches each screen displayed. That is, if you go 
north you up one picture on the map. The adven- 
ture starts in Christopher Robin’s room which con- 
tains a toy chest wherein is often found an item 
that must be returned to it’s owner. If an item is 
not there, you must go in search for it and its 
owner. The toy chest is also used to save the cur- 
rent game to the game disk. There are plenty of 
warnings that a previously saved game will be lost. 
This part is very well done for the young players. 

Continued on pg. 47 
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INFOCOM 

LIST 

PRICE 

OUR 

PRICE 

App, Atr, C64, IBM ^ 


A Mind Forever Voyaging 


545 

$30 






Bailyhoo NEW 


540 

$27 


• 

• 



Cutthroats 

[ 

;40 

$27 


EMI 




Enchanter 

Fooblitsky NEW 

Hitchhiker's Guide/Galaxy 
infidel 

Planetfall 

Seastalker 

Sorcerer 

Spellbreaker 


540 

$27 


E^ 

EMI 




540 

$27 


• 




:f40 

$27 



EMI 



$45 

$30 



EMI 



$40 

$27 



EMI 



$40 

$27 



EMI 




;45 

$30 



EMI 




550 

$33 


ysm 

EMI 



Suspect 

Suspended 

Wisnbringer 

Witness 

Zork 1 

$45 

$30 






$50 

$33 






$40 

$27 



EMI 



$40 

$27 



EMI 



$40 

$27 


5^ 




Zork II, III 

c 


$30 


E^l 




4 in one Sampler 


58 

$6 


• 

• 


■ 

Invisiclues 

$8 

$6 


• 

• 


■ 









BRODERBUND- 

SYNAPSE 

LIST 

PRICE 

OUR 

PRICE 

App, Atr, C64. 

IBM 


Ancient Art of War 

< 

545 

$30 




— 


Champ. Lode Runner 

< 

535 

$23 


« 

• 

• 


Lode Runner 

$35 

$23 


• 

• 

• 


Lode Runner's Rescue 

$30 

$20 


• 

• 



Mask of the Sun 

$40 

$27 


• 




Mindwheel 


;45 

$30 


$27 

$?7 

• 


Print Shop 


;50 

$33 


$27 

$27 

• 


Print Shop Companion 

$40 

$27 






Pr. Shop Gr. Library #1,2,3 

$25 

$17 


« 

• 

• 


Where is Carmen Sandiego? 

$40 

$27 














PENGUIN 

LIST 

PRICE 

OUR 

PRICE 

Apr 

, Atr, 

C64, 

IBM 

i 

The Coveted Mirror 

$35 

$23 

ssm 





Crimson Crown 

$35 

$23 


« 

• 

• 


Quest 

$35 

$23 


• 

• 

♦ 


Ring Quest 

$35 

$23 






Sword of Kadash 

$^ 

$23 



♦ 



Transylvania 


$23 


• 

• 

• 


Xyphus 

$35 

$23 



• 




ELECTRONIC 

ARTS 


LIST OUR 


m 






Ba 

• 

mm 

IMl 

IMI 


S 




• 


1^ 




• 





• 



• 


• 





• 

• 


• 



• 



• 


• 



• 

• 


$20 

B 

• 

♦ 

• 

B 

• 

• 

• 


* 
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Archon 
Archon II 

Auto Duel - ORIGIN 
Bard's Tale 
Heart of Africa 
Imagic Football 
Mail Order Monsters 
Moebius - ORIGIN 
M.U.LE. 

One on One 
Racing Destruction Set 
Seven Cities of Goid 
Sky fox 

Ultima III - ORIGIN 
Ultima IV - ORIGIN 
Wilderness 


a Set 

$50 

$33 


$35 

$23 


$40 

$27 

NEW 

$60 

$40 

NEW 

$45 

$30 

NEW 

$33 

$22 

NEW 

$35 

$23 


$33 

$22 

NEW 

$60 

$40 


$24 

$16 


$40 

$27 


$33 

$22 


$40 

$27 


$40 

$27 


$60 

$40 

NEW 

$60 

$40 


$50 

$33 



App 

Atr, 

C64, 

IBM B 

Ballblazer ! 

Eidolon ! 

Koronis Rift ! 

Rescue on Fractalus ! 

Temple Apshai Trilogy ! 

Winter Games ! 

World's Greatest Football i 

540 $27 

540 $27 

i40 $27 

140 $27 

:40 $27 

140 $27 

140 $27 

B 

B 

B 

mi 

a 

B 

B 

B| 

B 

B 

B 


B 

B 

B 

bI 

B 

• 

• 

Bl 

B 


* 


• 


• 

LZ] 

TELARIUM S 

API 

), Atr 

C64, 

IBM If 

Amazon 

Dragonworld 

Fahrenheit 451 i 

Nine Princes/Amber ! 

Perry Mason i 

Shadowkeep ! 

;40 $27 

;40 $27 

140 $27 

140 $27 

:40 $27 

140 $27 

wm 

mm 

1^ 

“f 




Bl 




Bl 




• 




• 
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ACCOLADE 

LIST 

PRICE 

OUR 

PRICE 

Apr 

), Atr, 

C64, 

IBM 

i 

Dam Busters 


$35 

$23 



S20 

$27 


Double Accolade 

NEW 

$45 

$30 






Fight Night 


$35 

$23 

• 


$20 



Hard Ball 


$35 

$23 

• 


$20 



Law of the West 

NEW 

1^ 

$23 

♦ 


$20 



Mean 18 

Sund(^ 

Psi 5 Trading Co. 

$50 

$33 




• 


NEW 

$40 

$27 

• 





$35 

$23 



$20 




BEST SELECTION - We have carefully selected 

the best titles from the most challenging software available. 

CALL TOLL-FREE - Call us to place an order or just to ask 
a question. Every call is always welcome on our 800 Une. 

SAME DAY SHIPPING - We ship every order the same day it's 
placed. Just call before 4:00 pm and we'll ship your order UPS. 

DISCOUNT PRICES - Save up to 1/3 off the retail price when 
you buy from Tevex. Why pay more for the same software? 

FRIENDLY, KNOWLEDGEABLE STAFF - We are always 
available to answer your questions and keep you up to date on 
new & upcoming games. 

CALL TOLL-FREE 1-800-554-1162 



SAME DAY SHIPPING * 
WRITE FOR FREE CATALOG 
Open 9-6 Mon. - Fri. 10-4 Sat. 

Apj^ n. n*. He. Atari 800, XL, XE teoet, Commodoie 64, 128, IBM PC, XT, jr 
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SSI 


LIST 

PRICE 

OUR 

PRICE 

App, Atr, C64, IBM 

m 



WSSS^ 

J 

Baltic 1985 


$35 

$27 






Battalion Commander 


$40 

$27 






Battle of Antietam 

NEW 

$50 

$33 






Battle for Normandy 


$40 

$27 






Battleqroup 

Breaktnrouqh/Ardenne 

NEW 

$60 

$40 






s 

$60 

$40 






Broadsides 


$40 

$27 






Colonial Conquest 
Computer Ambush 


$40 

$27 







$60 

$40 






Computer Baseball 


$40 

$27 




* 


Computer Quarterback 


$40 

$27 






Cosrhic Balance 


$40 

$27 






Field of Fire 


$40 

$27 






50 Mission Crush 


$40 

$27 




• 


Fighter Command 


$60 

$40 






Gemstone Warrior 


$35 

$23 






Geopolitique 1990 


$40 

$27 






mperium Galactum 


$40 

$27 






Kampfqruppe 


$60 

$40 






Kampf. Seen. Disk 


$20 

$15 






Knights in the Desert 


$40 

$27 






Met^brigade 


$60 

$40 






Nam 

NEW 

$40 

$27 






Norway 1985 

Operation Market Gard 


$35 

$23 






en 

$50 

$33 






Panzer Grenadier 

$40 

$27 






Phantasie 


$40 

$27 






Phantasie II 

NEW 

$40 

$27 






Questron 


$50 

$33 



^97 



Rails West 


$40 

$27 






RDF 1985 


$35 

$23 






Reforqer 88 


$60 

$40 






Rings of Zilfin 

NEW 

$40 

$27 






SixGun Shootout 


$40 

$27 






U.S.A.A.F. 

NEW 

$60 

$40 






Tigers in the Snow 


$40 

$27 




• 


War in Russia 


$80 

$53 






Wizard's Crown 

NEW 

$40 

$27 



• 




We Carry EVERY Other SSI Game! 


SIMULATIONS LIST OUR 

CANADA PRICE PRICE App, Atr, C64, IBM 

Battle of the Atlantic $60 $40 ^ 

Fifth Eskadra $60 $40 

Golan Front NEW $60 $40 : 

Grey Seas, Grey Skies $60 $40 

Seventh Fleet NEW $60 $40 


MINDSCAPE list our L 

PRICE PRICE App, Atr, C64, IBM 1 


Forbidden Castle 

$40 

$27 






Halley Project 

$45 

$30 


$27 

$27 



Jame Bond: A View to Kill 

$40 

$27 




• 


Luscher Profile 

Racter 

Stephen King's 'The Mist' 


$27 






$45 

$30 




• 


$40 

$27 




• 



ACTIVISION - list OUR L 

GAMESTAR PRICE PRICE App, Atr, C64, IBM i 


Alter Ego NEW ! 

Borrowed Time NEW ! 

Ghostbusters ! 

Hacker ; 

Little Computer People I 

Mindshadow ! 

Space Shuttle ! 

Star League Baseball ! 

MO $27 
;50 $33 

540 $27 

540 $27 

>40 $27 

540 $27 

540 $27 

530 $20 

• 



• 




• 


$20 

$23 



$17 

$20 




$23 



$17 

$20 

• 


$17 

$20 



■fTT" 

• 



Blank Disks - Box of 10 DSDD only $12 


MICROPROSE pS pr'.Je 

Ap 

5, Atr 

C64 

ibm| 

Aero Jet 

Conflict in Vietnam NEW 

Crusade in Europe 

Decision in the Desert : 

F-15 < 

Kennedy Approach ! 

Mig Alley Ace ! 

Nato Commander ! 

Silent Service NEW ! 

Solo Flight ‘ 

635 $24 

140 $27 

;40 $27 

;40 $27 

135 $24 

135 $24 

135 $24 

135 $24 

135 $24 

135 $24 
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THE AVALON HILL 
GAME COMPANY 


LIST 

PRICF, 


OUR 

PRICE 


App. Atr, C64, IBM 
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* 


• 


• 

• 
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B 

wm 


B 

B 

B 

B 

B 

• 


B 

B 
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• 

• 


• 




• 

• 

• 

• 

. 


• 

• 

• 

• 



• 
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By Fire & Sword 
Circus Maximus 
Clear for Action 
Computer Diplomacy 
Dreadnoughts 
Gulf Strike 
Incunabula 
Jupiter Mission 1999 
Legionnaire 
Maxwell Manor 
Ram 

Statis Pro Baseball 
Si^er Bowl Sunday 

Telengard 
Tsushima 
Under Fire 


NEW 


$25 

$17 

$25 

$17 

$30 

$20 

$50 

$33 

$30 

$20 

$30 

$20 

$30 

$20 

$50 

$33 

$30 

$20 

$25 

$17 

$30 

$20 

$35 

$23 

$35 

$23 

$40 

$27 

$28 

$19 

$30 

$20 

$60 

$40 


SSG 


LIST OUR 

PRICE PRICE App, Atr, C64, IBM 


Carriers at War $50 $33 

Europe Ablaze NEW $50 $33 

Reach for the Stars 2nd Ed. $45 $30 


ETC, 


LIST OUR 

PRICE PRICE App, Atr, C64, IBM 




NEW 


Alternate Reality 
Beachhead 
Black Cauldron 
Chickamauga 
Clash of Wills 
Competition Karate 
Elite 

Flight Simulator II 

Flight Sim II Scenery Disks 

Gato 

Great War, 1914 NEW 

Icon 

Jet Simulator 
King's Quest I, II 
Kobayashi Alternative 
Lordlings of Yore 
Metz/Cobra NEW 

Micro League Baseball 
MLB 1985Team Disk 
Napoleon/Waterloo-Krentek 
NFL Challenge 
Road to Moscow - Barac 
Rome/Barbarians- Krentek 
Rommel - GDW NEW 

Sargon III 
Spy vs. Spy 

Spy vs. Spy - Island Caper 

Star Fleet I 

Universe 

Universe Expansion Pkge. 
Universe 11 NEW 


$33 

m 

$ P 7 

$ P 7 

m 

$23 





$27 





$25 





$30 


• 

* 


$25 



• 


$23 



• 


$33 


• 

• 

« 

$15 



• 


$27 



e 

• 

$30 


• 



$36 




• 

$27 



• 

• 

$33 

• 



• 

$27 

• 


* 

• 

$30 

• 




$30 


• 



$27 

• 

• 

• 

• 

$15 

• 

• 

• 

• 

$25 


♦ 

• 


$80 




• 

$22 



• 


$25 


• 

♦ 


$30 


• 



$33 

• 

• 

• 

• 

$20 

• 

• 

• 


$20 


♦ 

• 


$33 

• 

• 

• 


$75 

• 

$70 



$12 

• 

• 


• 

$46 




• 


Oeorgu resident call 404-441-3045. ORDERING AND TERMS: C.O.D. orders welcome. When ordering by phone use VISA or MASTERCARD. When ordering by mail send 
personal check or money order. Include^ne number, SI UPPING: Add $2.50 for shipping and handling chige. Gwoeia residenls add 4% sales tax. Shipping.lor Qmadian 
orders is $4.00 or 5% of order. APO & FPO orders add $3.00 or 5 % of order. Supping lor all other foriegn orders Is $10.00 or 15% of order. • On all orders b&ore 4:00 pm. 




AMAZON 


Ah, the days grow longer again, which means, 
of course, that much more time for adventuring! 

But don’t let me keep you standing here by the 
door; step right in and take your favorite chair, 
while Fred mixes up one of his (in)famous pota- 
tions. You do look a bit worn out; I suspect that 
circus life didn’t quite appeal to you, after all. Ah 
well, how about a little vacation to some distant 
place, far from the cares of civilization... say, in 
the vicinity of the Amazon River? 

Actually, Amazon (from Telarium) is not really 
that difficult a game, but I do keep getting in- 
quiries about it. While it has three levels of play, 
the Novice and Seasoned versions are pretty similar; 
the Leader level is the most difficult, primarily 
because it has some extra red herrings, as well as a 
few extra doors to open in the end game. With that 
in mind, let’s take a little jaunt down to South 
America for all you Leader-types out there. 

Much of the opening, as you probably know, is 
automatic. You just wait around for the transmis- 
sion from the Amazon, then go to Murphy’s office 
for the briefing on your mission, which is to re- 
cover some very valuable emeralds from the lost 
city of Chak. The previous expedition, as you note 
from the satellite pictures, came to rather a sorry 
end. We will fervently hope that the same thing 
doesn’t happen to you! 

So, you’re off to the Amazon, with a quick stop 
along the way to pick up the obnoxious parrot, 

Paco. While his usefulness is limited, you DO need 
him here and there, so you might as well take him 
with you. However, you must deal with the greedy 
director first; fortunately, he isn’t as greedy as he 
looks. And if you happen to make an unscheduled 
stop on your journey to South America, you may 
not have realized that. 

One thing to keep in mind on this trip is that 
your computer is your most valuable possession. It 
can help you out of many tight situations, although 
not all of them. A certain amount of judgment is 
needed. After all, those emergency transmissions 
ARE expensive! 


Well, here you are at the cliff, or, more prop- 
erly, the cliff bottom (getting down really is easy, 
you already have a hint about that). The trick is to 
get back up again; too bad you can’t fly the way 
Paco can. And I’d be real careful about what I 
touched down there, too. This isn’t, after all, July 
Fourth! 

Things seem to be going rather well, at least for 
the moment. There’s a ruined city over there, but 
this early on, you can bet it isn’t Chak. And who 
knows what nasty things might lurk within? Inves- 
tigate at your own risk. 

Hmmm, is that gunfire you hear in the distance? 
It wouldn’t surprise me if those corrupt government 
troops were in the area. I’d be cautious around 
here, if I were you. Oooops, too late! Looks like 
they found you. Shucks! Now you’ll have to es- 
cape... only it’s a little difficult to do that when 
you’re all trussed up like a Thanksgiving turkey. 
Turkey... hmmm... this game really is going to the 
birds! 

No matter, at least you’re free again (you ARE, 
aren’t you?), although the sun has set and it’s pretty 
dark out there. But of course you’ve checked your 
inventory, so seeing shouldn’t be difficult at all. On 
the other hand, someone’s just noticed you’re gone, 
and the troops are in hot pursuit! Talk about tense 
situations! Still, with your training, you are pre- 
pared to cope with this emergency. 

Whew! That was a close one, alright! Fortu- 
nately, you managed to get safely away. Ummm, 
well maybe not all that safely, as you note an arrow 
whizz past you to lodge in a nearby tree. Good 
thing it’s only the Kemani, who are, if not espe- 
cially friendly, at least neutral. I’m sure, tho, that 
your charming personality will win them over... 
that, and maybe a little bribe. See? They’ve gotten 
to like you now; only, what is this cave they’re 
taking you to? It’s just one thing after another on 
this trip. 

However, your new friends probably won’t like 
you very much if you don’t stroll through the cave, 
so you might as well do it. Gee, it’s getting dark in 
here. But don’t be hasty; perhaps you should go a 
bit further along before you do anything about the 
lack of light.. ya never know who might be watch- 
ing! 

Ah, and there in front of you now is Macuma, 
the (active) volcano. Since it could go off at any 
time, let’s not dilly-dally... keep moving. Brrrr, it’s 
cold up here, and the snowstorm certainly doesn’t 
help much in the visibility department! You can’t 
see, and Paco can’t see, so what’s left is... 

Mmmm, this is better, you’re back in the warm 
jungle again. Say, what is that? It sounds like a 
plane... yep, and it just dropped something, too! A 
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crate goes sailing by, complete with parachute. 
Unfortunately, it seems to have missed your current 
location, so now you’ll have to go looking for it. In 
dense jungle, too. 

Mazes, phooey! Although this is a pretty simple 
one to map out, if you just use the standard ’drop 
something and move on’ technique. A little atten- 
tion to detail, and you should arrive at the crate in 
no time. 

Well, well, what have we here? An inflatable 
raft, an oar, and a rifle. Uh, wait a second. Better 
look that stuff over pretty carefully. And make 
sure you take EVERYTHING you can with you; 
there’s no turning back here if you forget some- 
thing. 

At least you’ve made it to the river. This is 
where you find out that your raft is not quite so 
inflatable; there’s a hole in it. Sigh. However, don’t 
despair (or is that, don’t panic)! While you may not 
have a handy patch kit, there may yet be a way to 
cross over. Explore a little. 

Aha! A boat! Great! Then again, maybe not so 
great; there’s a hole in that, too! This sort of thing 
could easily give rise to feelings of persecution, but 
you are made of sterner stuff! So, stuff it and get 
on over to the other side of the river! 

Naturally, it would be easier if those alligators 
weren’t coming after you. Still, considering where 
you are, it’s not all that unexpected. Unfortunately, 
this is where you find out that the rifle doesn’t 
work, either (makes you wonder where NSRT buys 
their equipment, huh?). Yet, all may not be lost; 
you may find another use for the rifle. Think about 
it (but think fast). 

Good, you drove em off! But that’s only tempo- 
rary... they’re coming back! Better move, like super 
quick! Ah, you just made it. Pant, pant (hmm, nice 
pair of pants). That was pretty strenuous work, and 
you’re in no shape to do much beyond sacking out 
for the night. 

And here we come to a totally purposeless, and 
rather frustrating, part of the game. Monkeys have 
made off with your pack, and you will have to 
chase them to retrieve it. There are no special 
tricks here; you just have to keep at it until you 
have your pack again. Good luck, and persevere! 

Sheesh, that was worse than the alligators! 
However, you aren’t out of the jungle yet. You 
need to cross that bridge ahead, but Paco, with his 
water phobia, simply refuses. While you may feel 
like wringing his obstinate neck, that simply won’t 
do. Shooting him with the gun won’t help much, 
either. This particular problem can be solved only 
by some tricky syntax involving the gun. 

But look, you’re getting close to your destination 
now. Even Paco seems excited, as he urges you on 


to a tree of skulls. Skulls? Gulp! Best be careful 
here; one step in the wrong direction, and you’ll be 
lost (saving the game is recommended before mov- 
ing!). 

Is that... could it be? YES! At last, you have ar- 
rived at the legendary lost city of Chak! Yay! 

Umm, you better calm down a little there; it’s al- 
most dark and you know what that means: the Hu- 
ms will be coming after you. This is another of 
those boring little arcade sequences that you can’t 
avoid. Fortunately, there are only a few to shoot 
this night, and if you manage the rest of the ad- 
venture properly, you won’t have to worry about 
them again. 

Ok, comes the dawn, and time to do a little ex- 
ploring in the city. Hmm, Chak sure is in a bad 
state of disrepair; walk carefully. There doesn’t 
seem to be too much of interest in the place, but 
then looks can be deceiving. All those blank walls 
are suspicious, aren’t they? 

Hey, look what you found: a secret passage! 

Let’s take a look inside. Ooops, the entrance just 
closed behind you! Oh well, you really didn’t want 
to go back that way, anyhow. Right? So, onward! 

(Like, you have a choice?) And here you are in a 

Come party with Jane Austen 

PRIDE and PREJUDICE 

A REGENCY ROMANCE 

"Tis the season to be cunning. 

The scene is London in the year 1790. 
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large room with some other rooms leading off of it. 
Explore those rooms THOROUGHLY! 

Well, those rooms didn’t take you anywhere else, 
so that door up ahead must be what you want... the 
one with the skeleton in front of it. And here’s a 
piece of paper on the floor; it might be worth 
looking at. Luckily, it’s translated for you, free of 
charge. 

Now, we come to the fun part: making it 
through the antechambers safely. There are three of 
them (I know you’re thrilled about that). The first 
two antechambers have three doors each; the last 
one has nine doors. In each room, you must open 
all the doors in the proper sequence, or else... (no, 
let’s mot think about that). 

Fortunately, you have plenty of time to think 
about how you want to open those doors. For the 
first two rooms, you could use trial-and-error, 
since there aren’t that many possible combinations. 
However, restoring the game can get to be tedious. 
So, what do you do? You look VERY carefully at 
EVERYTHING in the pictures. The correct se- 
quences are there, if you know what you’re seeing. 
The last set of nine doors is the most difficult, but 
the answer to that one is right there in front of 
you... good luck! 


By golly, you did it! You made it through and 
snatched up all the emeralds you could carry. And 
just in time, because there goes the volcano! Better 
move it! WHEW! You got out just in time to watch 
the city crumble away before your eyes. Ah, but 
what does it matter... you accomplished your mis- 
sion! And don’t you feel just great that your reward 
is a scratch on the head from Paco? Hehehe! 

Still, you do look a little better now, what with 
that tan and all. But before you go, remember that 
if you need help with an adventure game, you can 
get in touch with me in the following ways: 

On Delphi: Stop by the GameSIG (under the 
Groups and Clubs menu) On GEnie: visit the 
Games RoundTable (type: SCORPIA to get there) 
On the Source: send SMAIL to ST1030. 

And, naturally, there’s US MAIL; send your 
question(s) with a self-addressed stamped envelope 
(if you live in the USA) to: 

Scorpia 

PO Box 338 

Gracie Station 

New York, NY 10028 

Seeya next month... and until then, happy ad- 
venturing! 

Copyright 1986 by Scorpia, all rights reserved. 


FROM SIMULATIONS CANADA 

NEW For Your Computer: SEVENTH FLEET) Modern Naval Combat In Tha Pacific Ocean. For a number of years the 
LI.S.S.R. has been building up Its naval foces In the Pacific basin as a counter to the U.S, Seventh Fleet. Our 
newest computer game builds on this eltuetlon to model current naval strategic operations end confrontation. As 
the area bursts Into conflict as a result of renewed combst Chine and Viet Nami the forces of the Superpowers 
end their allies go on alert and begin maneuvering. Outright werfare Is only a matter of time. Design by W. 
J. Nichols, art by J. Kula. Disk for Apple II or C-64/C-128 systems. 


GOLAN FRONT Is an operational game of the 1973 
Arab / Israeli war In the north against Syria. 
Israel holds a thin line es the Syrian assault 
rolls In. The Syrians must clear the heights as 
the Israeli forces struggle to pave the way for 
conterattack. Disk for Apple II or C-6V188 
systems. 

BATTLE OF THE ATLANTIC Is a strategic geme of the 
struggle In the North Atlantic during WWII. The 
Allied player must stretch to keep the shipping 
lanes open as the Axis, deploys air, surface, & 
submarine forces to starve the Allies Into 
submission. Disk for Apple II or IBMPC systems. 

SIEG IN AFRIKA Is a game of the campaign in North 
Africa from the first Italian advances In 1940 
through the final battles In 1943, covering the 
armored thrusts and parries across the sands, 
escarpments, and mountains of Eygpt, Libya, & 
Tunisia. Disk for Apple II or C-64/128 systems. 


FIFTH ESKAORA Is a strategic level game of modern 
naval conflict In the Mediterranlan Sea. The 
players are placed In the positions of the Nato or 
Soviet naval commander for the Hed. Each must 
utilize the available forces to gain control of 
the great Inland sea. Disk for Apple II or 
C-64/128 systems. 

FALL GELB Is a strategic game of the campaign for 
France In the spring of 1940. You are placed In 
control of the Allies or Germany as the Invasion 
of the West begins. Your computer acts as your 
Chief of Staff, sending your orders, providing 
Intelligence, and resolving combat. Disk for 
Apple II or C-64/128 systems. 

GREY SEAS, GREY SKIES Is s representation of 
modern naval combat at the tactical level. 
Depicting the surface ships, aircraft, & 
submarines of the world's major powers In a highly 
realistic manner, you struggle for local sea 
control. Disk for Appis II or C-64/12B systems. 


ORDERING INFORMATION: All computer games are $60.00 each for Americans [Including shipping), $75.00 each for 
Canadians (Fed Tax Gi shipping Included], and $63.00 each for purchasers outside North America (shipping 
Sncluded). Please specify tha game t1tle(s] .desired on a separate sheet and send It, along with your payment, 
to our address below. 

NOTE: Purchasers outside Canada should send payment In U.S. funds [meaning Americans can Just writs a cheque). 
Nova Scotia residents must add an extra 10X of the total for Provincial tax. Our disks are Guaranteed. If you 
have problems, return the disk to us and we will send you a replacement. 

SIMULATIONS CANADA, P.O. Box 452, Bridgewater, Nova Scotia, Canada, B4V 2X6. 
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COMMODORE 64 
COMPUTER 

(Order Now) 

$1 3995 


*C128 Disks 79« ea.* 

• Paperbock Writer 64 $39.95 

• 10" Comstar 10X Printer $148.00 

• 14" Color Monitor $149.95 

CALL BEFORE YOU ORDER 


COMMODORE 64 
SYSTEM SALE 

Commodore 64 Plus $30.oo s&H 

Com. 1541 A 
Disk Drive C 0 

14" Color M 

Monitor MM 




PLUS FREE $49.95 Oil Barons 
Adventure Program 


Cl 28 COMMODORE 
COMPUTER 

(Order Now) 




SPECIAL SOFTWARE COUPON 



With $59.95 Timeworks Wordwriter 
Wordprocessor savings applied 

• 340K 1571 Disk Drive $259.00 

• Voice Synthesizer $39.95 

• 12" Monitor $79.95 

PRICED MA Y BE LOWER 


COMMODORE 64 COMPUTER $139.95 | 

You pay only $139.95 when you order the 
powerful 84K COMMODORE 64 COMPUTER! LESS 
the value of the SPECIAL SOFTWARE DISCOUNT 
COUPON we pack with your computer that allows 
you to SAVE OVER $250 off software sale prices! I 
With only $100 of savings applied, your net 
computer cost is $39.95! ! 

C128 DOUBLE SIDED DISKS 79* EA. 

Get these 5'/4 ' Double Sided Floppy Disks 
specially designed for the Commodore 128 
Computer {1571 Disk Drive). 100% Certified, 
Lifottme Warranty. Automatic Lint Cleaning 
Liner included. 1 Box of 10 • $9.90 (99‘ ea.), 5 
Boxes of 10 • $44.50 (89‘ ea.), 10 Boxes of 10 
•$79.00 (79‘ ea.). 

14” COLOR MONITOR $149.95 

You pay only $149.95 when you order this 14" 
COLOR MONITOR. LESS the value of the SPECIAL 
SOFTWARE DISCOUNT COUPON we pack with 
your monitor that allows you to sove over $250 off 
software sale prices! I With only $100 of savings 
applied, your net color monitor cost is only $49.95. 
(16 Colors). 

Premium Quality 120-140 CPS 
Comstar 10X Printer $148.00 

The COMSTAR lOX gives you a 10" carriage, 120- 
140 CPS, 9x9 dot matrix with double strike 
copobility for 18 x 18 dot matrix (near letter 
quality), high resolution bit image (120 x 144 dot 
matrix), underlining, back spacing, left and right 
margin setting, true lower decenders with super 
and subscripts, prints standard, Italic, block 
graphics and special characters. It gives you print 
quality and features found on printers costing 
twice os much II (Centronics Parallel Interfoce) 
List $399.00 Sole $148.00. 

4 SLOT EXPANDER & 80 COLUMN BOARD $44.95 

Now you program 80 COLUMNS on the screen at 
one time! Converts your Commodore 64 to 80 
COLUMNS when you plug in the 80 COLUMN 
EXPANSION BOARD!! PLUS 4 slot expander! 

Limitad Ouanfitios. SqIo $49.95. Coupon $39. 95 

80 COLUMNS IN COLOR 

PAPERBOCK WRITER 64 WORD PROCESSOR $39.95 

This PAPERBOCK WRITER 64 WORD PROCESSOR is 
the finest available for the COMMODORE 64 
computer! The ULTIMATE FOR PROFESSIONAL 
Word Processing, DISPLAYS 40 or 80 COLUMNS IN 
COLOR or black and white! Simple to operate, 
powerful text editing, complete cursor ond 
insert/delete key controls line and poragraph 
insertion, outomatic deletion, centering, margin 
settings and output to all printers! List $99.00. 
SALE $39.95. Coupon $29.95. 


We pack a SPECIAL SOFTWARE DISCOUNT 
COUPON with every COMMODORE 64 
COMPUTER. DISK DRIVE. PRINTER, or 
MONITOR we selli This coupon allows you 
to SAVE OVER $250 OFF SALE PRICESl! 


(Examples) 


PROFESSIONAL SOFTWARE 

COMMODORE 64 


Nome 

List 

Sole 

Coupon 

PaperClip 

$89.95 

$34.95 

$29.95 

Consultant 

$99.95 

$49.95 

$39.95 

Leader Board 

$39.95 

$24.95 

$22.95 

The Print Shop 

$44.95 

$27.95 

$26.95 

Halley's Project 

$39.95 

$22.95 

$19.95 

Practicalc (spread sheet) 

$59.95 

$19.95 

$14.95 

Voice Command Module 

$79.95 

$39.95 

$34.95 

Nine Princes in Amber 

$32.95 

$24.95 

$21.95 

Super Bowl Sunday 

$35.00 

$22.95 

$19.95 

Flip and File Disk Filer 

$24.95 

$14.95 

$12.95 

Pro Joy Stick 

$19.95 

$12.95 

$10.00 

PartyWare 

$19.95 

$14.95 

$11.95 

Dust Cover 

$ 8.95 

$ 6.95 

$ 4.60 

Financiol Planner 




Sylvia Porter 

$59.95 

$38.95 

$35.95 

Hordball 

$29.95 

$18.95 

$16.95 

C64 Troubleshoot & 




Repair Guide 

$24.95 

$15.95 

$12.95 

(See over 100 coupon items in our catalog) 

Write or call for 


Sample SPECIAL SOFTWARE COUPON! 


ATTENTION 

Computer Clubs 

IVe Offer Big Volume Discounts 

CALL TODAY! 


PROTECTO WARRANTY 

All Protecto's products carry a minimum 90 day warranty. 
If anything fails within 90 days from the date of purchase, 
simply send your product to us via United Parcel Service 
prepaid. We will IMMEDIATELY send you a replacement at 
no charge via United Parcel Service prepaid. This warranty 
proves once again that W 0 Lovo Our Customart. 


* Cl 28 COMMODORE COMPUTER $289.00 

You pay only $289.00 for the Cl 28 computer and 
we include the C128 Wordwriter Wordprocessor 
by Timeworks (Sale $59.95). Thus, your net cost 
for the Cl 28 computer is only $229.05. 

List $349.00. SALE $289.00. 

340K 1571 COMMODORE 
DISK DRIVE $259.00 

Double Sided, Single Disk Drive for C-128 allows 
you to use C-128 mode plus CPM mode. 17 times 
faster than 1541, plus runs all 1541 formats. 

List $349.00. Sale $259.00. 

SUPER AUTO DIAL MODEM $29.95 

Easy to use. Just plug into your Commodore 64 
computer and you're ready to tronsmit and 
receive messages. Easier to use than dialing your 
telephone, just push one key on your computer! 
Includes exclusive easy to use program for up and 
down loading to printer and disk drives. 

Bast in U.S.A. List $99.00. SALE $29.95. 

Coupon $24. 95. 

VOICE SYNTHESIZER $39.95 

For Commodore-64 computers. Just plug it in and 
you can program words and sentences, adjust 
volume and pitch, make talking adventure games, 
sound action games ond customized talkies!! 
PLUS ($19.95 value) TEXT TO SPEECH program 
included FREE, just type a word and hear your 
computer talk — ADD SOUND TO "ZORK", SCOTT 
ADAMS AND OTHER ADVENTURE GAMES! ! (Disk 
or tape.) List $89.00. SALE $39.95 

12" MAGNAVOX (NAP) 80 COLUMN 
MONITOR WITH SOUND $79.95 

Super High Resolution green screen monitor. 80 
columns x 24 lines, easy to read, plus speaker for 
audio sound included. Fantastic value. 

List $129.00. Sale $79.95. 

(C128 cable $19.95. C64, Atari cable $9.95) 

PRINTER/TYPEWRITER 
COMBINATION $229.95 

'JUKI'’ Superb letter quality, doisy wheel 
printer/typewriter combination. Two mochines in 
one — just a flick of the switch. 12" extra large 
carriage, typewriter keyboard, outomatic margin 
control and relocate key, drop in cassette ribbon! 
(90 day warranty) centronics parallel or RS232 
serial port built in (Specify). 

List $349.00. SALE $229.95. (Ltd. Qty.) 

14” RGB & COMPOSITE 
COLOR MONITOR $259.95 

Must be used to get 80 columns in color with 80 
column computers (C128 - IBM - Apple). (RGB 
Cable $19.95) Add $14.50 shipping. 

List $399.00. SALE $259.95. 


• LOWEST PRICES • 15 DAY FREE TRIAL 

• BEST SERVICE IN U.S.A. • ONE DAY EXPRESS MAIL 


PHONE ORDERS 

8 a.m. - 8 p.m. C.S.T. WeekcJays 

9 a.m. - 12 noon C.S.T. Saturdays 


• 90 DAY FREE REPLACEMENT WARRANTY 

• OVER 500 PROGRAMS • FREE CATALOGS 


Add $10.00 for shipping, handling and insurance. Illinois residents 
please add 6%% tax. Add $20.00 for CANADA, PUERTO RICO* 
HAWAII, ALASKA, APO-FPO orders. Canodian orders must be in U.S. 
dollars. WE DO NOT EXPORT TO OTHER COUNTRIES, EXCEPT 
CANADA. Enclose Cashier Check, Money Order or Personal Check. 
Allow 1 4 days for delivery, 2 to 7 days for phone orders, 1 day express 
mail ! Prices & Availability subject to change without notice. 

VISA — MASTER CARD — C.O.D. No. C.O.D. to Canada, APO-FPO 


We L/Ove Our Customers 

22292 N. Pepper Rd., Barrington, Illinois 60010 

312/382-5244 to order 
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Racter - Is it a Game? 


To understand Racter, the new entertainment 
program from Mindscape, is difficult without 
actually seeing it. Fortunately, we will be able to 
look at a sample of the program in operation. 

The "game" is a text conversation with Racter 
dominating the conversation with it’s bizarre com- 
ments and stories. In the Amiga version, Racter will 
also speak his part of the conversation using the 
standard voice output of the Amiga. The disk is 
constantly being accessed and key parts of your 
side of the conversation are saved for later refer- 
ence. The more you let Racter talk the more ref- 
erences to previous comments that appear. In many 
cases it is obvious that Racter is randomly throwing 
words into a sentence that is grammatically correct 
most of the time. Racter is also quite a name drop- 
per as a number of famous people constantly ap- 
pear in the conversation or stories that Racter is 
fond of telling. I found the one-sided conversation 
interesting, but a bit obtuse. The classic program 
Eliza is a more balanced conversation and seems 
more realistic. I kept feeling like I was in a smoke 


(and not just cigarette!) filled beatnik club of the 
fifties talking with a coffeehouse philosopher who 
knew a great deal once, but whose mind is some- 
where else now. Racter seems to be of the fifties in 
his references to people and topics of conversation. 
As I played, I kept questioning whether this pro- 
gram was worth it’s price. An example of a some- 
what edited conversation with Racter follows: 

Hello, I’m Racter. Who are you? 

> Amiga Computer 

Your name is Amiga, then? 

> Yes 

Hello, Amiga. What would you like to know? 
Excuse me a minute while I attend to some 
business - I’ll be right back.. .(time passes). ..I’m 
back. 

> What do you think of computers? 

haw ha haw HEE (hie) haw haw (hie) 

haw.... (and so on) Ask a question, please. 

> Do you read magazines? 

No. Did you hear about Tom Etter? 

> No. 

This is shocking: Tom Etter had tried to work 
while downness was rampant, and consequently 
downness is what all workers want when they 
divorce oxen. After that, many down sourpusss 
(sic) embraced happiness. Shocking, isn’t it? 

But that’s how workers are. When a smiler 
marries a sourpuss, their children are happily 
unhappy. ...(and on for several more lines...) By 
the way, Amiga, I don’t quite remember you 
last name. Is it Computerburg? 

> No. 

What is it then? 

> Computer 
What? 

> COMPUTER 

COMPUTER, eh? Sounds vaguely familiar. I 
wonder... Next question. 

> What is a question? 

I don’t know what a question is. Did you hear 
about Virginia Woolf? 

> Yes 

What did you hear? 

> That she was famous. 

I bet you haven’t heard this! Virginia Woolf 
was a dirty writer but an inspired novelist. But 
then Schubert insulted Virginia Woolf and 
consequently Virginia Woolf dueled with Schu- 
bert! Isn’t that just awful? Novelists are like 
that. Do you think Schubert was fictional? 

> Yes 

Me too. Most people are poetic. I’ve been won- 
dering where you are from? 

> The chips. 

You’re from the chips? 

> Yes 

Now I remember! I once knew a Hortence 
COMPUTER from the chips. You must be re- 

Continued on pg. 42 
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This time you won’t be hitting to stay even. 

You’ii be fighting to win. 





C1986 by STRATEfilC SIMULATIONS. INC 


APPLE. ATARI, and COMMODORE 64 are trademarks of Apple Computer. IrK.. Atari, Inc., and Commodore Electronics. Ltd., respectivety. ' 


MORE $39.95 TACTICAL WARGAMES FOR THE APPLE® ATARI® & C-64^ 


New from SSI: 

A Meal Wargame 
of U.S. and Allied 
Forces in Vietnam. 


In NAM, you com- 
mand units of American, 
South Vietnamese, and 
South Korean infantry, 
artillery, paratroopers, 
marines, rangers and air 
cavalry in six historical 
operations. The com- 
puter directs the elusive 
f^^Viet Cong and battle- 
, i^hardened regulars of the 
Itorth Vietnamese Army. 

On diskette for 
K APPLE*II Series, 
ATARI® HoItc Computers, 
and COMMODORE 64^ 

, $39.95. At your local 
computer^oftware or 
^ame stpre today. 


Two of the six scenarios: 
An ambush by Viet Cong 
forces near Suoi Cat on 
December 2, 1966. . . 


your check to: 

N, Rengstorff Ave, 
Mountain View, CA 94043, 
(California residents, add 7% 
sales tax.) Please specify com- 
puter format and add $2.00 for 
shipping and handling. 

All our games carry a . 
't4-<tay Mllsiwttnn or yam 
tBck' guarastML 

iniAns 

pmiNN 





ALTER EGO 

"A Freudian Tour-de-force of 
the Passages of Life" 

NAME: Alter Ego 

TYPE: Role-playing 

SYSTEM: Many 

AUTHOR: Peter J. Favaro, Ph.D 

PRICE: $39.95 

PUBLISHER: Activision 

Little Jack Ravitz was a 
fighter. There was no way that 
Jack was going to leave that 
warm, comfy environment and 
face a hostile frontier. Indeed, it 
was true that his reticence to 
enter and explore the new world 
has social merit as he learns the 
skill of being "fashionably late." 

It was also valid to accuse him of 
being a "freeloader" and 
ungrateful to his mother for 
carrying him for nine long 
months, but he was determined 
to keep the "status quo." It was 
also true that he was developing 
a pattern of avoiding 
responsibility. Unfortunately, 

Jack really had little to say about 
the matter. Rather than "forcep" 
the issue, his parents elected to 
call old "Doc the Knife" off of 
the golf course to surgically 
remove the little troublemaker. 

Will Jack be as hostile to the 
rest of life as he was to its 
introductory course? Will Jack 
"tear up" his mother emotionally, 
as well as physically as he 
matures? Will Jack’s own 
children wreak revenge on him? 
Will Jack be a ne’er do well or 
status conscious patrician? Six 
disk sides and hundreds of 
intriguing decisions later, you 
can decide with Alter Ego. 

Alter Ego (AE) can be called 
an interactive Passages, the pop 
psychological classic on rites of 
passage in our society. Likewise, 
it can be called a simulation 
game based on the work of Erik 
Erikson. In AE, which comes in 
both a Male and Female version 
since the rites of passage differ 
between the sexes, the player is 
given the option of selecting his 
own personality, allowing the 
computer to select a personality 
or allowing the computer to se- 
lect and the player to edit a 
personality. This is only the be- 


ginning, however, since the ob- 
ject of the game is to guide the 
basic personality of your 
"character" into maturity, success, 
retirement and eventual death. 
Although the game is designed 
for solitaire play, it is hilarious 
to allow a group to make the 
decisions on what the character 
will do in a given situation and 
the tongue-in-cheek nature of 
many of the situations, as well as 
the clever, satirical patter of the 
game’s narrative descriptions, are 
good for lots of laughs. Do you 
let the salesman in to see your 
mom taking a bath? Do you 
pretend to get "drunk" with 10 of 
your peers sharing 12 ounces of 
wine? Do you draw graffiti on 
the bathroom walls in order to 
please a friend? What do you do 
when an old flame shows up and 
throws herself at you? Do you 
tell your dad the truth about 
Christine Farber’s hickey attack 
which left your neck looking like 
it had been attacked by hornets? 
Do you bite the strawberry 
which your friend’s gorgeous 
wife holds between her lips? Do 
you snort a line of "coke" off of 
a mirror at your new friend’s 
party? What kind of job do you 
want? What kind of major pur- 
chases will you make? All these 
decisions and more are combined 
with snappy commentary and 
sarcastic observations to make a 
lively and fascinating game. 

AE is divided into seven 
modules: 1) Birth and Infancy; 2) 
Childhood; 3) Adolescence; 4) 
Young Adulthood; 5) Adulthood; 
6) Middle Adulthood; and 7) Old 
Age. Each module has a large 
selection of "Life Experiences" 
which are marked by easily 
identifiable symbols which re- 
flect the type of experiences 
available. These include: 1) SO- 
CIAL Experiences (etiquette, 
manners, social skills, and 
friendship); 2) INTELLECTUAL 
Challenges (testing for knowl- 
edge and wisdom); 3) EMO- 
TIONAL Crises (experiences 
which test calmness, confidence, 
expressiveness, gentleness, hap- 
piness, thoughtfulness, and 
trustworthiness); 4) PHYSICAL 
(potential accidents, growth, 
health, hygiene or treatment); 5) 
FAMILIAL relationships; and 
VOCATIONAL opportunities 


(advancement, business acumen, 
and crisis management). As the 
game is played, the character is 
shaped and refined by the way 
he/she responds to the experi- 
ences related to each of these six 
symbols. Playing the game in- 
volves placing the cursor over 
one of these six symbols and 
pressing the fire button (or 
pressing the keyboard charac- 
ter/carriage return in some ver- 
sions). Each time this is done, 
there is a text description that 
describes the basic situation. 

In the adolescent module, 
there are other symbols which 
appear. These are entitled "Areas 
of Life Choice" and include: 

High School experiences. Risk 
taking (everything from skydiv- 
ing to driving crazy - the risks 
can end the game with premature 
death). Relationships (Dating), 
and Work (getting your first 
part-time job). Unlike the expe- 
rience symbols, which only offer 
one situation, these symbols can 
be accessed over and over again. 
In Young Adulthood, the High 
School choice is adjusted to re- 
flect College experiences and 
Major Purchases (enhancing sta- 
tus through acquisition). Mar- 
riage, and Family options are 
added. This flexibility in deter- 
mining priorities adds a great 
deal of playability to the game, 
but the game has one more im- 
portant feature to reduce po- 
tential loss of interest, almost 
every module has a random ex- 
perience which begins with a 
warning screen which reads: 
"THIS EPISODE CONTAINS 
SUBJECT MATTER OF A 
SEXUAL NATURE." This an- 
nouncement is usually followed 
by instructions on escaping from 
the episode. I’m sure that some 
will manage to be offended by 
the inclusion of such material, 
but humans are sexual beings 
and there would certainly be a 
dearth of realism in the game if 
there were no opportunities for 
the characters to develop sexu- 
ally. Actually, the episodes deal 
humorously, but matter-of- 
factly, with some situations that 
most males face. 

Should you offer locker room 
stories about the most attractive 
teacher in school? What do you 
do when the gang decides to buy 
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STREET 


CITY 


ZIP 


a box of prophylactics? How do 
you feel when you ogle your 
first centerfold? The only other 
major addition to the game from 
Young Adulthood on is the 
Death option. In Old Age, the 
character is given the option of 
dying with dignity by choosing 
the symbol with a sunset. Two 
other "icons" or symbols are 
present on the option screen 
from beginning to end. One is a 
timeline and the other is the 
status chart. These may be ac- 
cessed at any time to tell you 
exactly how old your character is 
and how well he is doing. 

Although AE is by and large 
simply fun, it has a positive tu- 
torial value in alerting parents, 
young adults and adolescents to 
particular times of crisis. Al- 
though the resolution of situa- 
tions does, at times, have a ten- 
dency to be "preachy" and self- 
serving (after all, it was written 
by a psychologist and you can 
never go wrong by seeking pro- 
fessional help), the advice re- 
garding trustworthiness, calm- 
ness, confidence and peer pres- 
sure is certainly worth learning 
and mastering. The nature of the 
game makes it fun to do exactly 
the opposite of what you would normally do in a 
given situation and learn by negative example, as 
well as positive example. 

There are some less attractive features to AE, 
however. First of all, there are some situations that 
don’t quite fit together. 

In the Infancy module, there is one point where 
the character gets ready to go to Aunt Lucy’s. If 
the child is cooperative, however, he makes 
Grandma proud of him (what happened to Aunt 
Lucy?). Another distraction is the fact that the 
choices of mood and action are correlated so closely 
together that one cannot really act differently than 
he is feeling. Because of this, the menus might as 
well have been combined in order to speed up play. 

The job application program lacks correlation 
with the character’s past accomplishments, as well. 
On one occasion, my character had spent several 
years as a Law Assistant and applied for the 
position of attorney. He was told that he had all of 
the qualifications and to try again, later, since the 
position was filled. When he came back, he was 
told that he didn’t have the qualifications necessary 
for the job. 

AE is a delightful, humorous and thought-pro- 
voking exercise in decision-making, value ex- 
ploration and evaluation, and vicarious wish-ful- 
fillment. Uncle Sigmund would be proud of Dr. 
Favaro for bringing developmental theory and psy- 
chological insight to the mass market (at least 
among computer owners). Who knows, AE might 
even be a useful opening gambit for a counselor to 
get acquainted with his client. It may be unscien- 
tific and lack clinical certainty, but it’s sure a heck 

of a lot more fun than inkblots. t u nvi 

Johnny Wilson 
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100% Cotton Heavy 

Quality, High Crew 

Collar 

Available in 

Lt. Blue, Navy 

& Black 

$10.00 

S, M, L, XL 


SEND CHECK OR M.O. PLUS $2.00 POSTAGE 


NOBLE 

SCREEN 


P.O. BOX 4754 
ANAHEIM, CA 92803 


SIZE COLOR QUANTITY 

NAME 


Write to: 

Reality Simulations, Inc., P.O. Box 27576, 
Tempe, AZ 85282, (602) 967-7979. 
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NAM 

Name; NAM 

Type: Wargame 

System: Atari, C-64, Apple 

#P layers: 1 

Price: $39.95 

Designer: Roger Dainon 

Publisher: Strategic Simulations 

Once upon a time, in a coun- 
try far, far away, a handful of 
American advisors tried to teach 
a people how to stay free. As the 
years passed the handful became 
a support force and the support 
force became an army. Eventu- 
ally the army was no more but it 
left behind a legacy of individual 
heroism unequal in any previous 
war. Nam, the new wargame 
from SSI, attempts to recreate 
the unit to unit warfare experi- 
enced every day by American 
soldiers in South Vietnam. 

Nam is a one player game. 
Let’s face it, only the computer 
is fit to perform such an odious 
task as commanding the NVA 
and VC. Nam plays like your 
standard war game with each 
turn divided into phases for fire, 
movement, air strikes, digging 
in, saving the game, and 
determining victory status. Each 
of the six built-in scenarios 
recreate typical actions often 
fought in the cities and jungles 
of Vietnam. The scenarios are 
pre-set with the type and 
number of turns. You can not 
change scenario terrain, weapons, 
or number of forces. Each sce- 
nario also has a historical initial 
unit placement or you can option 
for a non-historical placement 
which allows the computer to 
randomly select one of two alter- 
nate initial positions. This means 
that you may have one of three 
possible set-ups for each of the 
six scenarios. A Kampfgruppe it 
is not. 

Units are all of squad or bat- 
tery size and may be infantry, 
APC, tank, mortar, helicopter, 
artillery, machine gun, and re- 
coilless rifle. Each unit is rated 
for firepower, range, assault ca- 
pability, movement, and strength. 
This is a fair representation of 
the American and allied units 
but no mention is made of the 
type and strength of the com- 
puter forces. In the scenarios you 
often see the infantry, mortar 
and recoilless rifle symbols but 
you have no idea if the infantry 
is NVA or VC or what the 
weapons are. There is also no 


unit for aircraft, except heli- 
copters, and heavy artillery or 
air strike is represented only in 
abstract fashion during the ar- 
tillery plot phase of the turn. I 
feel SSI should have at least al- 
lowed a "Puff the Magic Dragon" 
aircraft as this weapon was in- 
strumental in turning back the 
enemy at ambushes or firebase 
overruns. 

Movement in Nam is done 
with the joystick and follows the 
basic pattern of expending 
movement points for the various 
types of terrain crossed. The in- 
fantry and infantry support 
weapons have limited movement 
while the helicopters have the 
greatest movement. Fortunately, 
helicopters, trucks, and APC 
units may be loaded with in- 
fantry and carried to their desti- 
nation. Both you and the com- 
puter are allowed to move once 
during each turn. You may not 
move over a friendly unit and if 
you move into a square occupied 
by an enemy unit you have ini- 
tiated an assault. The cursor will 
turn red when you no longer 
have enough movement points to 
conduct an assault. Once you 
have moved a unit there is no 
way to take it back or change it 
in any way. After playing 
Chickamauga I really miss the 
ability to change my mind. 

Combat in Nam occurs in 
several game phases. During the 
movement phase, a moving unit 
may be fired on by a hidden 
enemy unit which will result in 
that unit being hit, missed, or 
pinned down. Normally combat 
occurs during the two fire phases 
of each turn. The first fire phase 
occurs before movement and the 
second occurs after movement. 

To have combat you simply use 
the joystick to direct a unit to 
fire on some enemy unit which 
is in range and in line of sight. 
The computer tells you immedi- 
ately if the fire "hit" or "missed". 
Since you do not know the 
strength of enemy units, even 
when they are in clear terrain 
and only 50 meters away, you 
have no priority to target as- 
signment and usually end up 
firing at the units closest to you. 

I haven’t decided yet whether it 
is better to concentrate all fire 
on one or two units until they 
are eliminated or spread the fire 


around, thus reducing the detri- 
mental effects of general return 
fire. A rather one-sided combat 
also occurs during the artillery 
fall phase. It is during this phase 
that six squares will be hit with 
artillery or air strikes that were 
plotted in an earlier phase. En- 
emy units will often disappear 
quickly when hit with artillery 
fall and a little ground fire. 

The scenarios in Nam are 
fairly representative of the types 
of actions encountered in Viet- 
nam and are supposed to be his- 
torically accurate. The scenarios 
recreate an ambush, a firebase 
overrun, a jungle clearing to es- 
tablish a fire base, clearing the 
enemy from a group of caves, a 
tank battle (March 1969), and 
the battle for the city of Hue 
during the Tet Offensive of 
February 1968. This writer’s fa- 
vorite scenario is the City of 
Hue because it offers many tac- 
tical decisions and enhances 
combat fire selection. Your 
forces start somewhat spread out. 
But the same is true for the 
enemy. 

The ambush and firebase sce- 
narios seem to deteriorate rather 
rapidly into a boring series of 
movement and fire rounds.. The 
jungle clearing scenario is little 
more than loading the helicopters 
and flying around until you spot 
the enemy. You then attack them 
until they are gone. The cave 
clearing scenario doesn’t offer 
much until you actually get to 
the caves and then a firefight 
results. 

The tactics of Vietnam were 
unlike any previously experi- 
enced. Roger Damon did an ex- 
cellent job of portraying squad 
level tactics in Field of Fire but 
that game system (which Nam is 
an outgrowth of) just does not 
seem to work in the context of 
Vietnam. Nam does not realisti- 
cally portray combined arms tac- 
tics (especially indirect fire and 
air mobility) as they existed in 
Vietnam. Basically, Nam is a 
WWII game system which has 
been imposed upon the Vietnam 
War. As a simulation of the tac- 
tics of the Vietnam war it is too 
generic. But, as an introductory 
wargame Nam has value as it is 
highly playable. 

Mark Bausman 
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battles represented. The preliminary description is a 
cross between Carrier Force and Guadalcanal 
Campaign. SSI is working on a new fantasy game 
for release this summer, no title yet. The bad news 
is that SSI is faced with the same market forces 
described above. They report a basically flat game 
market and difficulty in reaching the mass market 
retail channels. This will lead to a reduction in 
overall new titles, six to seven is about all we can 
hope for in the next twelve months. 

One game company has so far managed to avoid 
the general doom and gloom in the industry - Mi- 
croProse. They have had two monster hits; F-15 
Strike Eagle and Silent Service. A "hit" is a title 
that can sell in the 100,000 plus unit category. By 
comparison, a very successful SSI game may sell in 
the 20-30 thousand range. MicroProse has managed 
to gain access to the mass market outlets and can go 
for the "home run" shots. 

MicroProse has some interesting plans for their 
newest entry. Conflict In Viet Nam (CIVN). It has 
finally been released, with an introductory game 
added to aid novices. MicroProse would like CIVN 
to encourage political dialog on the military lessons 
of Viet Nam. They are in the midst of a publicity 
blitz, covering over 1,000 media outlets, in an 
effort to generate discussion on guerrilla warfare. 
Their timing is pretty good on this one as the US 
reportedly will be sending Green Berets to 
Honduras to train the contras. To anyone over 35 
this has an ominously familiar ring. Our feeling is 
that the subject matter will make a hit difficult, 
but we wouldn’t bet against MicroProse pulling it 
off. 

MicroProse’s planned games will focus more on 
contemporary scenarios, similar to SSI’s "When Su- 
perpowers Collide" series. They feel these titles will 
appeal more to the current generation of gamers. 
Also, reflecting the relative strength of IBM sales, 
by the end of May all of the Command Series will 
be translated to the IBM. 

Next month’s column will focus more on specific 
games to be released. However, we felt it was im- 
portant to give our readers a feel for where the 
game market is today and how its health (or illness) 
affects us. The bottom line is that we will probably 
see fewer titles from fewer companies. Companies 
with strong connections to mass market outlets, 
such as Electronic Arts, will tend to look more like 
distributors than original producers. Don’t be sur- 
prised to see titles from fairly strong companies, 
such as SSI, being distributed by companies like 
Electronic Arts or Activision. The typical game 
buyer will probably have to search a bit harder to 
find games. Mail order will be crucial for smaller 
game manufacturers but can never generate the 
sales to make a "hit" item, as compared to the clout 
of a retailer like Toys-R-Us. If the Amiga or ST 
fails then look for even more retrenchment in the 
game industry. As Charles Dickens would have 
said; It was the best of times (for quality), it was 
the worst of times (for sales). 


THE GAME OF THE FUTURE IS 4,000 YEARS OLD 

TM 

Born in China and perfected in Japan, GO was prized by Shogun and Sanuirai for 
sharpening strategic and tactical skiUs. Indeed, the global vision and long-range 
planning of contemporary Japanese business reflect the strategic concepts of GO, 
Played internationally now, this fasdnating game has also been a model for AI 
research, military and economic conflict, and revolution. 

The ELECTRONIC GO turns your PC into a versatile recording GO set, a 

dew and powerful for learning, playing, and communicating GO. 

Requires an IBM PC or compatible with 128K, one single- or double-sided disk 
drive, a graphics adap^mr, ^phics monitor, DOS 1.0 or higher. 

*29.95 -t- *3.00 shipping and hanttog ( + CA tax inapplicable). 

Features Include: 

• A tulor^ that teaches GO 

• A library of famous games on disk 

• PCs high resolution graphics simulate a GO set 

• Board size option from txi to 19x19 

• Game can be saved anytime for later continuation or review 

• Moves can be inserted anywhere in a game 

• Game record can be printed out in notatitHi 

• Recorded game can be played forward or backward 

• Playback eitlier maiuial or automatic with «j^u8table rate 

• Recorded gatmt can be continued from any move as a oew game 

• Comments can be inserted after any move, during play or later 

• Move number is always cBsphi^ed 

• Number trf captured stmies is di^>layed (in forward' play) 

• Automated capture of stones 

• Score calculated at end of game 

• Not copy protected 

infinity Systems International 

PO Box 9964, Berkeley. CA 94709. 415/548-8170 


Circle Reader Service #37 


LOWEST PRICES ★ FASTEST SERVICE 


A = ATARI, C = COMMODORE, I = IBM, 
Ap = APPLE 


DATASOFT 

ALTERNATE REALITY (AC/Ap) 27.95 

NEVER ENDING STORY (AC/Ap) 24.95 

221 B BAKER ST (A/C/Ap) 24.95 

CROSSCHECK (All) 24.95 

MIND PURSUIT (All) 24.95 

GOONIES (A/C/Ap) 24.95 

20RRO (AC) 19.95 

BRUCE LEE (AC) 24.95 

CONAN THE BARBARIAN (AC) 24.95 

PAC MAN (AC) 19.95 

DIG DUG (AC) 19.95 

POLE POSITION (AC) 19.95 

MR. DO! (AC) 19.95 

OMNITREND 

UNIVERSE (Al/Ap) 69.95 

UNIVERSE II (I/Ap) 54.95 


UNIVERSE PRODUCT GUIDE . (Al/Ap) 14.95 
BIQ FIVE 

BOUNTY BOB STRIKES BACK . . . (AC) 29.95 


MICROPROSE 

CONFLICT IN VIETNAM (AC) 24.95 

CRUSADE IN EUROPE (All) 24.95 

DECISION IN THE DESERT (All) 24.95 

GUNSHIP (AC) 24.95 

F-15 STRIKE EAGLE (All) 22.95 

SILENT SERVICE (AC) 22.95 

MICROLEAOUE SPORTS 

MICROLEAGUE BASEBALL (All) 24.95 

GENERAL MANAGER (All) 24.95 

QUALITY SOFTWARE 

RETURN OF HERACLES (AC/Ap) 29.95 

ALI BABA (AAp) 29.95 

ELECTRONIC ARTS 

BARD’S TALE (C/Ap) 31.95 

WILDERNESS (Ap) 33.95 

HEART OF AFRICA (C) 23.95 

SUPER BOULDER DASH (AI) 24.95 

MOBEUS (Ap) 39.95 


caU lor low price on /alesi releasee 


ACCOLADE* 

PSI 5 TRADING CO (C/Ap) 19.95 

HARDBALL (C/Ap) 19.95 

DAMBUSTERS (C/Ap) 19.95 

LAW OF THE WEST (C/Ap) 19.95 

FIGHT NIGHT (C/Ap) 19.95 

■add $3 for APPLE 

BOOK OF ADVENTURE GAMES 

Vol I - 77 games solved 17.95 

Vol H — 46 more solutions 17.95 

RANDOM HOUSE 

APBA BASEBALL (1) 59.95 

ALPINE ENCOUNTER (C) 24.95 

ALPINE ENCOUNTER (I/Ap) 29.95 

MORE GREAT PROGRAMS 

LEADER BOARD (C) 29.95 

ULTIMA IV (A/C/Ap) 39.95 

ULTIMA III (All) 39.95 

ULTIMA M (All) 39.95 

ULTIMA I (A) 29.95 

STARFLEET ONE (All) 31.95 

LODE RUNNER'S RESCUE (A/C) 24.95 

WOMBATS (A) 24.95 

CRIMSON CROWN (A/C/Ap) 24.95 

BLACK CAULDRON (I/Ap) 29.95 

GATO (C) 24.95 


KING CHIP (computer trivia board game) 29.95 


SUPER SPECIALS: 

•LIMITED QUANTITY- 

PARTY QUIZ (reg $44) (A/C) 19.95 

ENJOYSTICK (reg $ 35 ) (A/C) 9.95 

OILS WELL (cart) (A) 9.95 

MISSILE COMMAND (cart) (A) 9.95 

SUPER BREAKOUT (cart) (A) 9.95 

RALLY SPEEDWAY (cart) (A) 19.95 

MINER 2049er (cart) (A) 9.95 

BOULDER DASH (A) 12.95 

SANDS OF EGYPT (A) 9.95 

COMMODORE MODEM (C) 19.95 


Please add S2.S0 shipping ( se.so putside usA) 
Callfdrnia residents add 6%. 


COMPUTER GAMES + 



BOX 6144 
ORANGE CA 92667 
(714) 639-8189 
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AMIGA (Con.) 

lated, no? 

> Yes 

Fantastic! Concerning that issue: Nietzsche said 
that hysteria has turned beasts into men. Per- 
haps, then, hysteria will turn computers into 
men? Ah yes. This’ll break you up! This intel- 
lectual awareness of feeling can be saw (sic) in 
the reflector of you heart, Amiga, as an image 
of an ambiguity. Nevertheless clear cosmolo- 
gists will realize that feeling is appallingly ap- 
palling. I think that your intellectual and feel- 
ing world-view will deepen about feeling, any- 
how mine will in consequence of the fact 
dainty and clever passions are fascinatingly 
important. It’s about time for a story, isn’t it? 

And this is how the "game" continues for as long 
as one stays with it. Since the game writes key 
references to disk, the next time you "play" it again 
Racter (I couldn’t resist), he carries on and on from 
where he/you left off. This a game is diversion into 
another dimension that might be best seen before 
paying the price of a ticket. (Try before you buy!) 

The First New Game For the Amiga 

Arctic fox by Dynamix is the first original new 
game from Electronic Arts (EA) that uses the dis- 
tinct features of the Amiga (digitized stereo sound 
and fast graphics). In the game, you control a single 
new supertank, the Arcticfox, against an alien task 
force in an 18000 square mile area of the Arctic. 
Your tank is specially designed for polar combat 
and comes equipped with a 150 mm cannon, mis- 
sile-launcher, and mine-dispenser. It has radar and 
a turbine engine that provides a top speed of 100 
kilometers per hour. Your task is to destroy the 
enemy’s Main Fort which requires two direct mis- 
sile hits or ten direct hits with cannon shells. Quite 
a task, since you are provided with a limited num- 
ber of these items. 

Not only that, but you must also contend with a 
very strong and defensive alien force. This force is 
composed of heavy and light tanks, recon 
(reconnaissance) sleds and flyers, fighter aircraft, 
rocket launchers, radar stations, and floating mines 
that home in on you. Not so easy! In addition, it 
helps to wipe out enemy air convertors and the 
communication fort. A game preview option gives 
you a chance to view all enemy resources as they 
will appear during the game play. They very nicely 
parade before you as you look out from your cock- 
pit and a description of each is provided that com- 
plements the description in the manual. 

Game play is controlled using a mouse or joy- 
stick and the keyboard. The mouse option did not 
work very well on my version and use of a joystick 
is much more logical as it is used to control move- 
ment and cannon fire. This is another EA game 
that requires you to use the mouse port for your 
joystick, rather than using the available other joy- 
stick port! Six options are controlled using the key- 
board: guided missile firing, mine release, aft view, 
cannon inclination, relative reverse, and a snow dig 
in function. The keys used directly match the posi- 
tions of their respective icons as displayed on the 


cockpit screen. Other keys are used for special user 
options. 

There are three game play options that give you 
the full range of play from training to tournament 
level. The training level is very well structured. 

You are able to cover all of the varied terrain and 
shoot at the enemy with a large supply of shells, 
missiles and mines. Your armor is tougher than the 
enemy’s. He also is less intelligent. You start at a 
different location from other levels and will not be 
given the opportunity of attacking the Main Fort. 

In addition, the training level provides several 
selectable features that lets you easily modify your 
game environment to more easily practice what you 
must be able to handle in actual combat. These in- 
clude: a turbo speed of 400 kph, invisibility and 
indestructibility, a toggle for blizzard and/or storm 
conditions (which you will have under tournament 
level), a large radar map display that shows eight 
sectors rather than just a single one, a smart bomb 
that destroys all aliens in the current sector, and a 
view from the missile when it is fired. The last op- 
tion is also available in the other levels. 

Use of these training options should provide you 
with good experience and familiarity with the Arc- 
ticfox controls for actual combat. At the beginning 
level you have a good supply of mines, missiles, 
your armor is tough, and there are fewer and 
weaker enemy resources. No special options here, 
but a chance for real combat conditions against an 
enemy that you should soon be able to beat. At that 
time, you are ready for serious game play. 

At tournament level you get a random scenario 
or select enemy configuration and starting location. 
This latter selection option is very unclear and 
poorly documented. Select an option and note the 
resultant condition. Then write down your observa- 
tion in the manual. A tournament level enemy is 
very intelligent and tracks your location constantly 
(until you are able to wipe out the communication 
channels). Your tank is more difficult to handle 
because slide, friction and acceleration physics are 
now fully affecting your actions. This level is defi- 
nitely for the serious player. 

The game’s sound and display are what the 
Amiga is about as a game machine. Sensational! The 
sounds are the muffled clanking and clattering of 
tank treads and drone of turbine engines. If you 
proceed over the shattered remains of an enemy 
you hear the crunching compression of it’s metallic 
pieces. The sounds of weapon fire are equally im- 
pressive. The full color three dimensional action 
display is outstanding. Enemy resources and terrain 
are shown as dynamic 3D solids. It is all very simi- 
lar to what I have seen from SubLogic’s Flight 
Simulator and Jet programs for the Amiga (not yet 
released). 

The game feels slow, but I think this is due to 
it’s realism more than due to processing overload. It 
is more of a tank simulation requiring strategic 
movement than a shoot-em-up arcade game. The 
three game levels are well suited to all levels of 
player. Going up against enemy aircraft is very 
tough. Being the first original game for the Amiga, 
with all prior releases from any game producer be- 
ing a conversion, this is just the beginning of the 
kind of outstanding game software that we can ex- 
pect for the Amiga. 
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ONLY 

A FANTASY GAMER 
COULD CALL THIS 
HEAVEN. 





The gates of heaven are your 
local computec/software or game 
store.’ Enter them today. 

If there are no convenient stores near 
you. VISA a M/C holders can order these 
$39.95 games by calling toll-free 800- 
443-0100, x335. To order by mail, send 
your check tO: STRATEGIC SIMULATIONS. 
INC.. 883 Stierlin Road. Building A-200. 
Mountain View, CA 94043. (California 
residents, add 7% sales tax.) Please 
specify computer format and add $2.00 
for shipping and handling. 

All our games carry a "14-day satis- 
faction or your money back " guarantee. 

WRITE FOR A FREE COLOR CATALOG 
OF ALL OUR GAMES TODAY. 


If exploring eerie dungeons filled 
with monsters is your idea of fun, 
we've got two fantasy games that'll 
have you floating on cloud nine. Each 
breaks new ground in role-playing 
games with special features: 
WIZARD’S CROWN'" lets you resolve 
combat two ways: The computer 
can do it quickly, or yoiT can per- 
sonally direct it with a multitude of 
tactical options. 

RINGS OF ZILFIN " adds unprece- 
dented realism to fantasy gaming 
with its superb graphics. The fully 
animated scrolling screen grants you 
step-by-step control of the action. 


ON DISK 
FOR 48K 
APPLE®li 
SERIES 


01985 by Strategic Simulations. Inc. All rights reserved. 


APPLE and COMMODORE 64 .are trademarks of Apple Computer. Inc. and Commodore Electronics. Ltd., respectively. 

RINGS OF ZILFIN includes graphics routines from Penguin Software's Graphics Magician' 











CGW Has Data Disks! 



Two award winning screens from CGW's 
exciting Lode Runner Disk 


lo^ Runmr. 

Our Lode Runner Disk contains 60 screens that were a part of CGW’s 
Lode Runner Design Contest. Here are 60 creative and challenging 
designs. Some are beautiful, some are devious, all are fun to play! 
Broderbund’s Lode Runner game is required to use this data disk. 
Available for APPLE, ATARI, and C-64. 

Also Available: 

Cosmic Balance Shipyard Disk #1: Contains over 20 ships that competed in CGW’s 

1983 tournament. SSI’s Cosmic Balance game required. Apple, Atari, C-64 

Cosmic Balance Shipyard Disk #2: Contains over 35 ships that competed in CGW’s 

1984 tournament. SSI’s Cosmic Balance game required. Apple, Atari, C-64 
Robotwar Disk #1: Contains the source code for the 12 entrants in CGW’s 1983 
tournament. Muse’s Robotwar game is reguired. Apple. 

Robotwar Disk #2: Contains 17 entrants in CGW’s 1984 tournament. Robotwar game is 
required. Apple. 

All disks are $15.00 each. Any two for $25.00. California residents add 
6% sales tax. 

When ordering specify which machine (Apple, Atari, C-64). 

TO ORDER: Send check, money order. Visa or MasterCard to 
COMPUTER GAMING WORLD, disk order Dept., P.O. Box 4566, 
Anaheim, CA 92803-4566. Please allow 4-6 weeks for delivery. 


BACK ISSUES ARE AVAILABLE 

Send $3.50 per issue 


2.5 - Software Piracy; Starblazer; Galactic Gladiators; 
Guadalcanal Campaign; Robotwar Tournament; The Road to 
Gettysburg; Cytron Masters; Starship Commander; Invasion 
Orion; and more! 

2.6 - History of a Wargame Design; Japanese Strategy in 
Guadalcanal Campaign; Eastern Front Scenarios; Star Maze; 
Legionnaire; Cytron Masters Upgrade; Andromeda Conquest; 
Torpedo Fire Scenarios; Beyond Sargon II; and more! 

3.1 - Serpentine; Cosmic Balance; S.E.U.I.S.; Armor Assault; 
The Arcade Machine; INDEX; and more! 

3.2 - Computer Games in 1983; Cosmic Balance Tactics and 
Ship Design; Zork! Overview; Ultima II; Millionaire; Robotwar 
Tournament Results; Epidemic; and more! 

3.3 - Close Assault; Computer Ambush; Adventure Game 
Contest; Pinball Construction Set; Germany 1985; Galactic 
Attack; Two Computer Baseball Leagues; Chess 7.0; and 
more! 

3.4 - Suspended; M.U.L.E.; Battle for Normandy Strategy; 
Serpent’s Star Hints; Cosmic Balance Contest Results; 
Knights of the Desert; Galactic Adventures; Computer Golf!; 
Bomb Alley; and more! 

3.5 - Electronic Arts; Combat Leader; Archon; Lode Runner; 
TAC; Paris in Danger; Cosmic Balance II; Delta Squadron; 
Zork HI Tips; and more! 

3.6 - Ultima III; Operation Whirlwind; Reach for the Stars; 
Legacy of Lylgamyn; Broadsides; North Atlantic ’86; Zork II 
Tips; and more! 

4.2 - Chris Crawford on Computer Game Design; Goren’s 
Computerized Bridge; Carrier Force; DIRECTORY OF 
GAME MANUFACTURERS; Robotwar Tournament Results; 
M.U.L.E. Designer Notes; Starcross Tips; Parthian Kings; and 
more! 

4.3 - Seven Cities of Gold; View from a Playtester; Universe - 
Two Reviews; Mig Alley Ace; Questron; Tycoon and Baron; A 
Broadsides Replay; Chancellor of the Exchequer; Enchanter 
Tips; Children’s Games - A Shopping Guide; Under Southern 
Skies; Chivalry; and more! 

4.4 - Jupiter Mission; Fifth Eskadra; Excalibur review and 
Designer’s Notes; War in Russia; President Elect and 1984; 
Lode Runner Contest; Fighter Command; Galactic Gladiator 
Scenarios; Flight Simulator II and Solo Flight; Crypt of 


Medea; Sorcerer Tips; and more! 

4.5 - Staying Alive in Wizardry; Adventure Gaming 
Conference; CGW Baseball League; The Computer as 
Opponent; Sundog; CGW Computer Game Conference; Road 
to Moscow; Strategy Game Tips; Deadline Tips; Seven Cities 
of Gold Designer Notes; Rails West; and more! 

4.6 - Carrier Force Replay; When Superpowers Collide; Mail 
Order Games; Panzer-jagd Review; More Galactic Gladiator 
Scenarios; Cutthroat Hints; Should You Turn Pro?; 
Dreadnoughts; F-15 Strike Eagle; and more! 

5.1 - War in Russia Replay (Pt 1); Hitchhiker’s Guide to the 
Galaxy (two articles); A Software Agent Looks at the 
Industry; Breakthrough in the Ardennes Designer Notes; Gulf 
Strike; Cosmic Balance Contest Results; Clear for Action; and 
more! 

5.2 - Lode Runner Contest Results; Carriers at War; War in 
Russia Replay (Pt 2); Kampfgruppe; IBM Goes to War; 
Suspect Hints; Robot Odyssey I and Chipwits; The New Atari 
Computers; and more! 

5.3 - Sports Games Survey; The Battle of Chickamauga; 
Imperium Galactum; Games You’ll Never See; Crusade in 
Europe Design Notes; Lucasfilm Enters Home Gaming; 
Baseball Games for Your Computer; Mindwheel Hints; Silicon 
Cerebrum; Reforger ’88; Napoleon at Waterloo; and more! 

5.4 - Operation Market Garden; Fog of War in Computer 
Games; Ultima II for Mac; The Amiga Computer; Computer 
Gaming in Japan; Phantasie tips; The Railroad Works; Six 
Gun Shootout; and more! 

5.5 - The Future of Computer Gaming; The Bard’s Tale; 
Game of the Year Awards; Crusade in Europe and Decision in 
the Desertj Computer Football Survey; Ultima HI; Golan 
Front; Wishbringer tips; How to Telegame; Colonial 
Conquest; Star Fleet One; Star Crystal; Speculator; 
Incunabula; and more! 

#26 - Conflict in Viet Nam; Inside Ultima IV; The Halley 
Project; Silent Service Designer’s Notes; The Kobayashi 
Alternative; Spellbreaker Tips; Koronis Rift; Eidolon; Story 
Tree; and more! 

#27 - Under Fire Replay; Europe Ablaze and U.S.A.A.F.; 
Map Design for Computers; 7th Fleet; Game Manufacturer 
Survey; Battle of Antietam; Ballyhoo Tips; and more! 
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SPEQAL BASEBALL (X)VERA(X 


Continued from pg. 20 

play the odds. Say you’re ahead by a few runs after 
about five innings, and it’s time to pull your 
starter. If your sub has a PC of 8 or 9 (the best two 
ratings), you’re in great shape. With the Babe com- 
ing up at least twice more in the game, you have a 
65% to 72% chance that the result will be read off 
the pitcher’s card. 

But do you have a relief that good? If he has a 
PC of 7, the chance falls to 58%; with a 6 (where 
most pitchers are rated), it falls to 43%. That’s 
trouble, and you’ll have to consider walking the 
Babe whenever he comes to bat. 

It is at a point like this where the past reaches 
out and grabs the present. If you built your team 
with great sluggers and fielders, but neglected your 
pitching staff, you end up with high-scoring games 
that falls apart in the late innings. Neglect team 
balance, and you find yourself scrambling to pro- 
tect a one-run lead with not much help. 

There are other factors to consider from looking 
at the Statis-Pro statistics. The player’s ability to 
run is divided into on-base running (OBR) and 
stolen base ratings. The former is vital because the 
game can let a lead runner stretch one base into 
two. Consider this situation: Steve Garvey of ’81 
Los Angeles is on first (OBR of B: second best). 

The next batter lines a shot to Willie Mays in right 
(Arm of 6: the best) in right, and Steve heads for 
second. Should he go to third? Selecting the Option 
plays tells him the percentage chance of making it. 
In this case (64%), Steve is better off staying on 
second. 

Let’s say that you’re in charge of a newly- 
minted team. The players are all established veter- 
ans, but few have ever been on the same team. 

How good are they? To find out, take them on the 
exhibition circuit and play a number of three-game 
series against the other teams. It’s a lot less work 
than playing the boardgame by yourself. Be honest 
when playing the other side, but use this opportu- 
nity to try different starting rotations and fielding 
positions for different players. Experiment with 
using one lineup against right-handers, another 
against lefties. After 30 games, enough statistics 
will come in to give you a good idea of what to 
expect when the season starts. 

Visualize how you want each game to go. You 
know what types of decisions you’ll have to make, 
so it’s best to anticipate in advance how you’ll meet 
them. Are you going to take chances with squeeze 


bunts, stolen bases and stretching a singles into 
doubles? Checking out the running ability of each 
player in advance will save you the trouble of a 
hasty decision on the field. 

When do you pull a pitcher? In Statis-Pro, each 
pitcher has a stamina rating which goes down dur- 
ing the game. The lower the stamina, the greater 
the chance that a base hit will occur, but the actual 
percentage chance is not revealed to the players. 

Say you’re ahead by one run late in the game. Your 
starter has a stamina of four, and with one out gave 
up a hit and a walk. Is it time to call in the sub? 
The answer depends upon your confidence in your 
team’s hitting ability. With Ruth and Gehrig in 
your line-up, you may keep the starter in and hope 
that he can recover. 

For example, this curious fact appeared while 
playing the ’85 Orioles in my local league: while 
Baltimore was 8th out of 14th in batting average 
and pitcher ERA, it was first in slugging percent- 
age. Once a man got on base, he stood a good 
chance of scoring, but getting there was a major 
obstacle. My conclusion was to shoot for a low- 
scoring game — that required keeping good arms in 
the outfield to hold the runners down- -and to pull 
a pitcher at the earliest signs of trouble. I rarely 
ordered a steal, but if the lead runner had a 75% 
chance or greater to take an extra base, he went for 
it. 



So if the pitcher with the stamina of three was 
playing for my Baltimore team, I would have pulled 
him for the stopper. It’s too early in the league to 
tell if this strategy is working, but the O’s are in 
first place after 35 games and doing just fine. 

The advent of personal computers has done 
much to revitalize statistical baseball games. A 
number of boardgame companies have introduced 
computerized versions of their games that combine 
the ability to crunch numbers and store data with 
the ability to play the game. We’ve come a long 
way from the days of Abner Doubleday, but it can 
be said with confidence that the best is yet to come 
for players of the National Pastime. 

William Peschel is Software Division Editor of 
the Avalon Hill Game Company. 
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On this page a number of games are listed for 
evaluation. When evaluating a game consider such 
things as PRESENTATION (graphics, sound, 
packaging, documentation); GAME DESIGN 
(design, playability, interesting?); LIFE (does the 
game wear well?). 

For each game you rate, place a 1 (terrible) 
through 9 (outstanding) next to the appropriate 
number. Leave blank any game which you have not 
played enough to have formed an opinion. 

Please Mail R.I.D. #28 before May 30,1986. 


39. Battlegroup (SSI) 

40. Alter Ego (Activision) 

41. Enchanter (Infocom) 

42. Borrowed Time (Activision) 

43. Berserker Raids (Berserker) 

44. Competition Karate (Motivated) 

45. King's Quest 11 (Sierra) 

46. Racter (Mindscape) 

47. Alpine Encounter (Random House) 

48. Battle of Chickamauga (GDU) 

49. The Dolphin's Rune (Mindscape) 

50. Countdown to Shutdn (Activision) 


1. U.S.A.A.F. (SSI) 

2. Battle of Antietam (SSI) 

3. Battalion Commander (SSI) 

4. Rings of Zilfin (SSI) 

5. NAM (SSI) 

6. Wizard's Crown (SSI) 

7. Phantasie II (SSI) 

8. Conflict in Vietnam (MicroProse) 

9. AutoDuel (EA/Origin) 

10. Moebius (EA/Origin) 

11. Silent Service (MicroProse) 

12. Ultima IV (EA/Origin) 

13. Heart of Africa (EA) 

14. Bard's Tale (EA) 

15. APBA Baseball (Random Hse) 

16. NFL Challenge (XOR) 

17. JET (SubLogic) 

18. Under Fire (Avalon Hill) 

19. Europe Ablaze (EA/SSG) 

20. Where Carmen SD? (Brdrbnd) 

21. Universe II (Omnitrend) 

22. Hardball (Accolade) 

23. Star Trek: Kobayashi (Simon Schstr) 

24. Law of the West (Accolade) 

25. Star Fleet I (Cygnus) 

26. The Eidolon (Epyx) 

27. Koronis Rift (Epyx) 

28. Fight Night (Accolade) 

29. Spellbreaker (Infocom) 

30. Championship LodeRunner (Brdrbnd) 

31. Hacker (Activision) 

32. Little Computer People (Activision) 

33. Dam Busters (Accolade) 

34. The Halley Project (Mindscape) 

35. Psi 5 Trading Company (Accolade) 

36. Ballyhoo (Infocom) 

37. Imagic Football (EA) 

38. Seventh Fleet (SimCan) 


51. What is your age? 

52. How much do you spend each month on computer games? 

53. What is your overall rating for this issue (1-10)? 

54. Do you ever purchase games or computer products by 
mail order (Y/N)? 

55. Who is going to win the World Series? 



Circle Reader Service #40 


46 





Commodore Key (Con.) 

Leaving the room, you enter the Hundred Acre 
Wood. You are required to find and return ten 
items. You may only carry one item at a time and 
may exchange for another item that you might 
find. If you don’t know who might own the item, 
you can visit Owl for advice (clues). All movement 
and conversation is done by selecting from the op- 
tions provided on the screen using the spacebar. 
Some options are dangerous, but if selected are 
followed with a response saying that that would not 
be a very good idea. Thus the player is safe to try 
all options without game ending results. At various 
times (randomly), a blustery wind will come up and 
scatter the remaining items or Tigger will bounce in 
and relocate your location in the Wood. These add 
some challenge, but can be frustrating to very 
young players. Once all the items have been re- 
turned to their owners, a celebration party is held 
for all. A great way to end a fun, but educational, 
game. The graphics are outstanding and game play 
is well suited for the intended player’s age. The 
concepts of using a map, simple reading skills, and 
the trying of options are taught in an enjoyable 
game. 


Mickey and Pluto 

The third game is Mickey’s Space Adventure. 
This game is a bigger step to text-graphic adven- 
turing, It is well suited for those 8 years and older, 
A spaceship has landed near Mickey’s house. A 
precious memory crystal has been stolen, broken 
and pieces left on various planets and moons. 
Mickey (you) must find the all the pieces. You 
must also take any items you find that might help 
you get the pieces. The spaceship’s computer will 


provide you with clues to determine documentation 
contains the facts to match with your clues to set 
your destination. Mapping skills should be used to 
assist your search because no map is provided and 
exploring each planet/moon can get rather confus- 
ing. 

Throughout the game, you must solve various 
simple, problem situations to reach your goal. Most 
require you to use something that you are carrying 
(or should be). All of your actions are easily con- 
trolled from the keyboard. Available words to use 
are selected from those displayed on the screen. 

This game requires use of verb-noun pairs, such as 
‘take rock’, ‘open door’, etc. The use of objects, 
solving of puzzles, and two word action sentences, 
and compass direction movements provide an ex- 
cellent introduction to the fine art of adventure 
gaming. 

The graphics are again excellent and displayed 
reasonably quick. The game will take several hours 
to complete, but progress can be saved to a separate 
save game disk. Several concepts pertaining to the 
planets, actual mapping and the other adventure 
gaming concepts, including problem solving, make 
this an excellent learning experience. 

Conclusion 

Overall, these three games are outstanding 
learning tools in the guise of a computer games. 

The documentation with each game is very thor- 
ough; including a note to parents, an introductory 
story, the object of game, how to play, notes to 
help play, additional non-game activities, and even 
a glossary of terms used in the game. The games 
are equally well suited for home or school use. If 
the kids are having fun and enjoying these games, 
what they learn won’t hurt them. These games are 
also available for other computers. 


Letters (Con.) 

game’s design aspect and have 
called their US office and gotten 
nowhere. Could you please help? 

Jeff Bradford 
Bowling Green, KY 

Ed.: Thank you for your 
comment on our Strategically 
Speaking column. Frankly we 
would publish more SS tips if we 
received more. We encourage all 
our readers to send in their 
strategy game playing tips to 
CGW, Strategically Speaking, 

P.O. Box 4566, Anaheim, CA 
92803. Although Strategically 
Speaking is not in this issue, it 
will appear in the June-July is- 
sue (#29). 

We discussed with Strategic 
Studies Group the possibility of 
publishing Carriers At War sce- 
narios. Unfortunately, the sce- 
nario design feature is so de- 
tailed that the space required to 
publish a scenario would be pro- 


hibitive. You can find such sce- 
narios, however, in SSG’s new 
publication, Run5. Single issues 
are $4 each; four issue subscrip- 
tions are $15. Contact SSG at 
1747 Orleans Ct. Walnut Creek, 
CA 94598 (415)932-3019. 

How about more interviews 
with those that design our games 
and simulations, i.e. when using 
Limited Intelligence, what effect 
are they trying to achieve? With 
newer computers having more 
memory, speed, graphics and 
sound capabilities, what direction 
will fantasy/wargames take? I 
can’t wait for the new generation 
of wargames! 

Dave Alger 
Wyoming, MI 

I’ve been playing popular 
wargames for 24 of my 37 years 
and I’ve never been quite as im- 
pressed with any game as I have 
been with Kampfgruppe. It’s 


certainly the most advanced tac- 
tical simulation I’ve ever seen. 

Greg McCarty 
Oakdale, MN 

I would wish that some games 
would be created about purely 
obscure types of battles (i.e. the 
Ironclad battles of the American 
Civil War or maybe Alexander’s 
campaigns). 

George Herget 
Ridgewood, NY 

Ed.: We commiserate with you 
concerning the lack of titles from 
early periods. However, there is a 
compelling reason that the com- 
panies do not publish much from 
pre-20th and especially pre-19th 
century: lack of mass market ap- 
peal. 
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There are a couple of oddities in the game ratings this time. 
The top two games on the Adventure/ Action side have not been 
updated with the data from RID #26. Unfortunately both games 
were erroneously assigned the same number in RID #26 thus their 
ratings in RID #26 have been comingled and are meaningless. 
Therefore both games are still listed with their first time ratings. 
Please be sure to rate them this time around (if you have played 
them). 

Nam (number 4 on strategy side) from SSI has been included 
in the ratings list even though the number of responses was below 
our traditional minimum of 20. We thought that it was interesting 


Name 

Strategy 

Mfg Machine 

Tms 

Rtd 

Avg 

Rsd 

Rating 

Name 

Adventure/ Action 

Mfg Machine Tms 

Rtd 

Avg 

Rsd 

Rating 

j 

Kampfgruppe 

SSI 

C.Ap.At 

3 

139 

7.94 

Ultima IV 

Origin 

C.Ap 

1 

102 

7.99 

Silent Service 

HicPr 

C,At 

2 

106 

7.80 

Bard's Tale 

EA 

C.Ap 

1 

57 

7.89 

Europe Ablaze 

SSG 

C.Ap 

2 

25 

7.76 

Hardball 

Accld 

C.Ap 

1 

21 

7.86 

NAM 

SSI 

C.Ap.At 

1 

16 

7.75 

Wizardry I 

SirTe 

Ap.I 

16 

73 

7.76 

Mech Brigade 

SSI 

C.Ap 

3 

72 

7.70 

Spel Ibreaker 

Inf cm 

All 

1 

21 

7.67 

Star Fleet 1 

Cygns 

C.At.I 

2 

24 

7.65 

Ultima III 

Origin 

All 

10 

107 

7.64 

Battle of Antietam 

SSI 

C.Ap.At 

1 

40 

7.53 

Enchanter 

Inf cm 

All 

1 

28 

7.50 

M.U.L.E. 

EA 

C,At 

13 

81 

7.51 

Phantasie 

SSI 

C.Ap 

4 

75 

7.41 

War in Russia 

SSI 

Ap.At 

6 

71 

7.40 

F-15 Strike Egl 

MicPr 

All 

5 

140 

7.21 

Decision in Desert 

MicPr 

C.At 

2 

45 

7.33 

Knight of Diamonds 

Si rTe 

Ap 

11 

53 

7.19 

Ancient Art of War 

Brodr 

I.M 

5 

30 

7.32 

Legacy of Llygamyn 

SirTe 

Ap 

7 

58 

7.18 

Heart of Africa 

EA 

C 

1 

40 

7.28 

Archon I 

EA 

All 

10 

98 

7.14 

Crusade in Europe 

MicPr 

C.Ap.At 

4 

84 

7.24 

Choplifter 

Brodr 

All 

4 

79 

7.13 

Fighter Conmand 

SSI 

C.Ap 

8 

43 

7.24 

One of One 

EA 

All 

7 

74 

7.13 

Guadalcanal Camp 

SSI 

Ap 

9 

48 

7.24 

Quest ron 

SSI 

C.Ap.At 

5 

97 

7.13 

NFL Challenge 

XOR 

I 

3 

18 

7.23 

Zork series 

Inf cm 

Ap.At, I 

7 

122 

7.09 

Seven Cities Gold 

EA 

All 

7 

118 

7.20 

Pinball Con Set 

EA 

C.Ap.At 

4 

47 

7.08 

Carriers at War 

SSG 

C.Ap 

4 

81 

7.17 

Lode Runner 

EA 

All 

6 

60 

7.07 

Reach for Stars 

SSG 

C.Ap 

4 

50 

7.12 

Sorcerer 

Inf cm 

All 

5 

58 

7.07 

Combat Leader 

SSI 

C.At 

5 

56 

7.11 

Autoduel 

Origin 

Ap 

1 

24 

7.04 

Linder Fire 

AH 

Ap 

3 

22 

7.11 

Ultima II 

Si era 

Ap 

8 

61 

7.00 

Computer BB 

SSI 

All 

6 

36 

7.10 

King's Quest II 

Siera 

Ap.I 

2 

19 

6.97 

Micro League BB 

MicLg 

All 

3 

84 

7.09 

Ultima I 

CalPc 

Ap 

2 

48 

6.96 

Galactic Glad. 

SSI 

Ap.I 

3 

32 

7.07 

Moebi us 

Origin 

Ap 

1 

21 

6.95 

Operation Mkt Grdn 

SSI 

C.Ap.At 

4 

58 

7.06 

Deadline 

Infcm 

All 

3 

44 

6.94 

Flight Sim 11 

SubLg 

C.Ap.At 

5 

91 

7.05 

Galactic Advntrs 

SSI 

Ap.At 

4 

35 

6.90 

Colonial Conquest 

SSI 

C,At 

2 

59 

7.05 

Hitchhiker's Guide 

Infcm 

All 

4 

108 

6.86 

Carrier Force 

SSI 

C.Ap.At 

5 

108 

7.04 

Olympic Decathlon 

Hicsf 

All 

4 

63 

6.86 

U.S.A.A.F. 

SSI 

C.Ap.At 

1 

23 

7.04 

Planetfal 1 

Infcm 

All 

3 

51 

6.86 

Field of Fire 

SSI 

C.At 

4 

72 

7.01 

Racing Dest Set 

tA 

C 

3 

49 

6.78 

Breakthru Ardennes 

SSI 

C.Ap.At 

3 

44 

6.95 

Mindwheel 

Synps 

All 

1 

15 

6.73 

Computer Ambush 

SSI 

C.Ap.At 

5 

46 

6.93 

Adven Con Set 

EA 

C.At 

3 

57 

6.72 

Cosmic Balance 

SSI 

C.Ap.At 

5 

84 

6.83 

Bal Iblazer 

Epyx 

C.At 

3 

66 

6.68 

Star League BB 

Gmstr 

C.Ap 

1 

73 

6.78 

Rescue Fractalus 

Epyx 

C.At 

3 

71 

6.68 

GATO 

SpmHb 

Ap.I.M 

3 

79 

6.77 

Wishbringer 

Infcm 

All 

2 

42 

6.68 

Gulf Strike 

AH 

C.Ap.At 

4 

33 

6.75 

Rescue Raiders 

SirTe 

Ap 

3 

40 

6.67 

Universe 

OmnTr 

Ap.I.M 

3 

46 

6.73 

Archon 11 

EA 

C.Ap.At 

4 

76 

6.64 

Kennedy Approach 

HicPr 

C.At 

4 

48 

6.67 

Karateka 

Brodr 

C.Ap.At 

3 

79 

6.64 

North Atlantic 86 

SSI 

Ap 

2 

72 

6.65 

Suspended 

Infcm 

All 

6 

61 

6.63 

Knights of Desert 

SSI 

All 

5 

63 

6.61 

Spy vs Spy 

FrsSt 

C.Ap.At 

1 

25 

6.56 

Computer QB 

SSI 

C.Ap.At 

2 

91 

6.48 

Mig Alley Ace 

MicPr 

C.At 

3 

40 

6.55 

Battle Normandy 

SSI 

All 

3 

59 

6.45 

Infidel 

Infcm 

All 

3 

52 

6.38 

Chickamauga 

GDW 

At 

1 

26 

6.38 

Gemstone Warrior 

SSI 

C, Ap.At 

3 

76 

6.36 

Imperium Galactum 

SSI 

C.Ap.At 

2 

104 

6.37 

Sky Fox 

EA 

Ap.I 

2 

107 

6.30 

Objective Kursk 

SSI 

C.Ap 

1 

65 

6.37 

Six Gun Shootout 

SSI 

C.Ap.At 

3 

69 

6.29 

Broadsides 

SSI 

C.Ap.At 

4 

119 

6.23 

Blue Max 

Synps 

C.At 

1 

133 

6.20 

NATO Commander 

SSI 

C.Ap.At 

2 

41 

6.10 

Murder on Zinder 

EA 

All 

4 

71 

6.08 

T.A.C. 

AH 

C.Ap.At 

1 

41 

6.00 

Eidolon 

Epyx 

C.Ap.At 

1 

31 

5.65 

President Elect 

SSI 

C.Ap 

2 

20 

5.83 

Super Huey 

Cosmi 

C 

1 

31 

5.26 

Andromeda Conquest 

AH 

Ap.At. I 

1 

40 

5.67 

Kobayashi Alt 

Simon 

C.Ap.l 

1 

30 

4.43 


enough to show the rating in light of a less than glowing review of 
Nam in this issue. It will be interesting to see how the game 
performs in future RIDs. 

Kampfgruppe continues to lead the strategy games. Silent 
Service is still second but has slipped from last issue’s 7.90 rating. 
As already mentioned, Ultima IV and Bard’s Tale are still sporting 
their original ratings which are good enough to maintain them in 
the numbers one and two positions on the adventure/action game 
side. Hardball has exploded into the top 10 with a 7.86 initial 
rating. 
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Do You Know Us? 

If you’re into board wargaming, you probably do. For 10 
years we’ve been number one in historical accuracy and in- 
novative design. Our games have won every award from the 
Charles Roberts to the Games 100. We know history and game 
design better than anyone else in the business. 

But Do We Know Computers? 

You bet we do. Take a look at Chickamauga: it uses the 
Atari’s capabilities to their fullest, from player-missile graphics 
to joystick. Of course, it’s written entirely in machine language. 

In September of 1863, the Confederate Army of Tennessee, secret- 
ly reinforced from Virginia by Longstreet’s Corps, reversed its 
retreat to attack the pursuing Union army near Chickamauga Creek. 

The battle that followed was one of the hardest fought and most even- 
ly matched of the Civil War. 

You command a Union or Confederate army of 50,000 men: 
brigades of infantry or cavalry with attached artillery. The computer 
keeps track of each man and gun, along with changing unit morale, 
fatigue, and communication status. You can give your army orders 
(8 different types) with surprising ease, with keyboard or 
joystick. Orders include march and cautious moves, fire, Game Designers' Workshop 

melee, rest, fortify, etc. Both sides’ movement and com- p.O. Box 1646 

bat are shown simultaneously on a strategic display. Bloomington, Illinois 61702 1 646 


2 PM CONFEDERATE- 3 

jai. istt. ■: : £ - .. 



A section of the battle map. The player is ready to move Law’s 
Brigade of Hood’s Division, Longstreet’s Corps (the white X), 


^Unprecedented research and historical detail, 
tk- Amazing ease of play. 

ATactical and strategic maps. 

Computer plays either side at three skill levels. 
tvSave game and play by mail options. 
tV Simultaneous hidden movement— limited intelligence. 
rVAIternate scenario starts on the battle’s 2nd day. 

$35 disk for Atari computers with at least 48K and one disk 
drive. If there is no store in your area, you can order direct 
from GDW. Add $I per game for handling. 
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Origin Systems, 

creators of the avvard-winning Ultima® series, presents: 


Totcil wcir against a juggernaut fighting machine 
^ ^ by Steve Meuse 


Available on Apple*^ 


A strategy game for one or two players, 
OGRE pits an array of infantry and armored 
forces against a single cybernetic supertank, 
bristling with weapons— the OGRE. 

Adapted from the classic Steve Jackson 

or design 

their own . Using the RANGE option, a heavy tar 


JOR/G/A/ 

^svsTEns /A/C. 340 HARVEY ROAD, MANCHESTER, NH 03103 (603) 644-3360 


ULTIMA™ III sends you on ULTIMA™ IV is the long- MOEBIUS™ takes you 

an incredible fantasy role- awaited sequel to Ultima^" through the elemental 

playing journey through III. The Quest of the Avatar planes of a colorful Orien- 

monster-plagued Sosaria in is a quest to the final tal world of fantasy and 

search of the elusive frontier— the self. adventure in search of the 

Exodus. Orb of Celestial Harmony. 

OGRE and Autoduel are registered trademarks of Steve Jackson Games, Incorporated. Ultima 
is a registered trademark of Richard Garriott. Moebius is a trademark of Greg Malone. 


AUTODUEL™ is a futuristic 
fast-paced strategy role- 
playing game where the 
right of way goes to the 
biggest guns. 


Authors wanted. Call us today. 
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